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Introduction 


Hang onto your plumber’s tools; we’re off on another wild Nintendo 
ride. 

The Super Nintendo Entertainment System is alive and well, although 
Nintendo is locked in a near-equal battle with upstart Sega. Nintendo has 
always put the emphasis on games over hardware, and that is its theme for 
Christmas of 1994 with several blockbuster hits tooling down the highway; 
however, look for some exciting hardware products coming your way in mid- 
1995, when Nintendo is set to respond to Sega with the release of the new 
64bit Ultra-64 game system. 

For now, though, “the new Nintendo” plans to release at least one 
blockbuster Super NES title under its own label every month. 

So, first let’s put Mario on pause and prepare yourself for the second 
wave of the Donkey Kong era. It was in the original Donkey Kong games (in 
the arcade and on the 8-bit NES) that Mario first made an appearance in a 
video game way back in 1981. This Italian plumber became so popular he 
was soon starring in his own games. The Super Mario Bros. games would 
eventually became the most popular game series in video game history. 
Now, Donkey Kong is making a major return to the video game screen. 

Sure, gamers are looking forward to the 64-bit future that’s in store with 
the Ultra-64, but the Super NES will definitely continue to be a popular 
gaming system for years to come. The more than 15 million Super NES 
owners in America can continue to experience all of the hottest 16-bit 
games, plus their favorite Game Boy games (using the Super Game Boy 
accessory) on their current system. 

With so many game titles being released each and every month, not all of 
them can become best-sellers. In fact, some of them might even be 
considered high-tech garbage. This book was written to help you, the 
gamer, choose the hottest games for your video game library and then 
master those games with the best tips, strategies, passwords and codes. 
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The writers of this book work for you. Our pages are not paid for by 
advertisements from video game makers or from hardware vendors, 
including Nintendo Co. or Nintendo of America. The ratings we give to 
games are based upon our independent judgment. When rating a Super 
NES game, we take a close look at what the game has to offer and 
carefully consider the game’s strengths and weaknesses. 


How this Book is Organized 

We've gathered the hottest new hits in our first chapter, which (we’re 
real proud of this title) we call Super NES Blockbusters. Here. you will 
find full descriptions, ratings, strategies and tips for nearly 250 new and 
bestselling games including: Super Metroid, Donkey Kong Country, 
Bubsy 2, Stunt Race FX, Super Street Fighter II and Mortal Kombat I and 
II. We’ve also included previews of other sure blockbuster titles, like The 
Lion King and Rise of the Robots. You'll find this information in a 
chapter called Super NES Previews. 

Following that is Super NES Hot Hits, a round-up of recent Super NES 
hot hits, including: Alien 3, Bubsy in Claws Encounters of the Furred 
Kind, Prince of Persia, Star Fox, Street Fighter II, Super Mario Kart and 
Wing Commander: The Secret Missions. 

Next up is Mario, MARIO, MARIO! where you will find all kinds of 
information and tips for the Super NES versions of games starring 
everyone’s favorite Italian plumber and Koopa-stomper. In this chapter 
you'll discover plenty of cool stuff about Super Mario All-Stars. 

What’s next you ask? With the ability to play Game Boy carts on your 
Super NES using the new Super Game Boy accessory, we thought a 
chapter about this hot new gadget would be beneficial. 

And then there is Super Classic Favorites, where we have gathered 
some of our best stuff on some of the classic games in the Super NES 
libraries, including: The Addams Family, The Legend of Zelda: A Link to 
the Past, Pilotwings and Super Ghouls ‘N Ghosts. 

In your hands is one of the largest compilations of Super NES game 
hints, tricks, codes and tips ever published. Within the Mini Hints from 
A to Z chapter, you'll find literally hundreds of mini hints for 127 Super 
NES games. The games are listed alphabetically so you'll be able to find 
the tips you need quickly. 

All told, there are more than 190 games written about in this book. 
With this information and a bit of practice, you have the tools necessary 
to become one of the best gamers on your block. So, keep this book 
handy, because it’s jam-packed with hundreds of tips and strategies for 
the hottest Super NES games. 
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SUPER NES BLOCKBUSTERS 


Graphics/Sound: 8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8 
Take a whirlwind trip to Agrabah and help Aladdin put a stop to Jafar's 
evil plans. 
Disney’s mega-hit movie flew like a magic carpet to video game machines, 
with an interactive adventure of six enchanting worlds that loosely follow 
the film plot. All of your favorite characters plus music from the movie are 
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packed into this colorful and exciting game. 

We have to note that the Sega Genesis version of this game is an all- 
around better effort than the Super NES offering, but still Aladdin will 
provide plenty of entertainment and challenge for Disney fans of all ages. 


WHO? 
You're in control of Aladdin, who begins his adventure as a diamond in 
the rough and eventually transforms into a Prince. 


WHERE? 
Aha, Agrabah. 


POWER-UPS AND SPECIAL ITEMS 


Rug. Pick up this carpet, add a touch of magic and presto, you’ve got a 
mode of transportation...a magic carpet. 

Jars. Tip over jars and grab the power-ups or item(s) inside. 

Treasure Chest. To open up these chests, make Aladdin jump on top of 
them. 

Apples. These are Aladdin’s primary projectile weapons. Throw them at 
enemies after you collect them throughout each of the levels. 

Bread. Stopping for a bite to eat is always a good idea. Eating bread will 
restore one heart to Aladdin’s health meter. 

Roasted Chicken. This feast will restore all of the energy to Aladdin’s 
health meter. 

Emeralds. Collect 100 of these gems and Aladdin earns an extra life. 
Heart. Add a heart to Aladdin’s health meter. These actually make him 
stronger. : 

Magic Lamp. Wish for a Continue. 


SECRETS OF THE PROS 

Aladdin is not (hurray!) a fighting game. You'll gain nothing by beating 
up the guards and the other enemies, so avoid them whenever possible. If 
you’re going to use apples to stun the enemies, once the enemy is 
incapacitated keep moving and don’t stand around tossing fruit. Remember 
that your goal is to reach the end of each level. 

In The Marketplace, have Aladdin use awnings as trampolines to travel 
upward. If someone pops their head out, you can jump on them. To collect 
some of the gems, you'll have to climb up and then glide down; use the rug 
as a parachute. 

Poles can be used for swinging and climbing. No, this isn’t Donkey Kong, 
but in the second level of The Marketplace, you’ll have to avoid wooden 
barrels that are being thrown at Aladdin. Jump over the barrels and pounce 
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on the enemies’ heads to defeat them. 

When you get to the area where you must climb upward and stand on 
window ledges, move up and to the left to locate a 1-Up, then proceed up 
and to the right. 

At the end of The Marketplace level, you must defeat the big guard 
bothering Jasmine. The best way to beat this guy is to stand on the barrel or 
on the awning, then wait for him to raise his sword. Just as he’s about to 
slash his sword, jump on the big guard’s head. When the guard calms down 
a bit, jump on his head again. This is your best chance to beat him, since 
throwing apples will do little good. 

In Stage 2-2 of The Cave of Wonders, be sure to grab the Heart icon 
located near the end of the level. This heart will increase Aladdin’s overall 
strength. To reach this heart, Aladdin will have to ride a raft to the right. In 
Stage 3-3 of The Cave of Wonders, you'll be taking a high-speed carpet ride. 
Try to stay close to the ceiling without hitting it. 

Inside Genie’s Lamp is a strange and magical place. Aladdin can grab 
onto balloons in order to travel over pits. If he travels too high on a balloon, 
Aladdin will get stabbed by the ceiling spikes. When you discover the 
floating boxes with faces, you can hop on them, but don’t stand on them for 
too long or they'll drop down. 


Level 1: Genie, Abu, Aladdin, Sultan 
Level 2: Jafar, Abu, Jasmine, Genie 
Level 3: Genie, Jafar, Aladdin, Abu 
Level 4: Abu, Aladdin, Genie, Jasmine 
Level 5: Jasmine, Jafar, Sultan, Jasmine 
Level 6: Jafar, Jasmine, Aladdin, Jafar 
Level 7: Aladdin, Jasmine, Abu, Sultan 
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Graphics/Sound: 9 Response/Playability: 9 
Fun/Realism: 9 Ultimate Score: 9 

Unpack your woolies: Bubsy the bobcat is back! 

When we last met Bubsy, he was battling the alien Woolies and trying to 
protect Earth’s yarn balls. In this all-new silly adventure, an evil dude called 
Oinker P. Hamm and a scientist named Dr. V. Reality have developed a 
partnership with the goal of creating the ultimate amusement park in which 
guests will be able to experience the wonders of the real world through the 
miracle of simulated reality. 

This amusement park, called Amazatorium, doesn’t simulate reality, 
however, it steals it. 

This adventure begins in the main lobby of Amazatorium. Bubsy has 
taken his niece and nephew out for the day, and they have decided to visit 
this cool new amusement park. The problem is, Bubsy’s niece and nephew 
have gotten themselves lost. Now, Bubsy must explore the entire park 
looking for them. 

Amazatorium is divided into five large worlds, each of which has a 
different theme. The entire adventure contains over 30 different levels. The 
graphics, sound effects and overall game play are much better than the 
original Bubsy in Claws Encounters of the Furred Kind. Best of all, this 
game is totally original and offers many exciting game play elements. 
WHO? 

Bubsy the bobcat is back. This time, he must rescue his niece and nephew 
who are lost in Amazatorium. 

WHAT? 

While searching for his relatives, Bubsy has to uncover and stop the evil 
plans of Oinker P. Hamm and Dr. V. Reality. 
WHERE? 


Amazatorium contains five very different worlds: Medieval World, Air 
Wars, Space Pirates, Egypt World and Music World and three bonus games. 
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POWER-UPS AND OTHER ITEMS 

The giant exclamation points (!) scattered throughout each level are 
markers. Once activated, if Bubsy loses a life, he will re-start the game at the 
location of the last activated marker, as opposed to from the start of the level. 

A Portable Hole allows Bubsy to warp to another World of Amazatorium. 
Remember, though, that Bubsy must grab the giant marble located at the 
end of each World in order to complete the game. 

Bobcats hate water. Using a Diving Suit, Bubsy can travel underwater 
without getting wet. This suit won’t do Bubsy any good in the Air Wars or 
Space Pirates worlds, though. 

A Smart Bomb will blast all of the enemies located on the screen. These 
enemies will be transformed into Marbles, which Bubsy can then collect. 

The Nerf Ballzooka is Bubsy’s primary weapon. Using this gadget, he can 
shoot Nerf Balls at enemies and transform the enemies into Trading Cards. 
Cards can also be collected in the Liquid Lunacy Mini-Game. 

Patch-Ups are large bandages. When Bubsy grabs one of these power-ups, 
his energy will be replenished. A Bag O’ Marbles contains many Marbles 
which Bubsy loves to collect. Marble Crates are also a great source for 
grabbing lots of Marbles quickly. 

T-Shirts not only look great, they’re also worth extra lives. How many 
extra lives Bubsy earns by grabbing a T-Shirt depends of the number that’s 
printed on the shirt. 

A large circular arrow is worth a Continue. 
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POWER PLAYER HINTS 

Bubsy begins his adventure in the main lobby of Amazatorium and will 
return there every time he completes a world. There are a total of five 
different worlds, which Bubsy can visit in any order. You can choose which 
world to visit by standing on the corresponding black circle located in the 
lobby and pressing Up on the D-Pad. 

There are several game play modes in Bubsy II. You can either complete 
each World once and then go face-to-face against Oinker P. Hamm, or you 
can take the Grand Tour, which means you'll visit each of the worlds three 
times. After you complete each of the worlds once, you'll encounter a boss; 
get by him and then you must return and revisit each world a second time. 
Again, a boss will be waiting when you're done. After your third visit to each 
world during Bubsy’s Grand Tour, you'll encounter Oinker P. Hamm. 

In any world, Bubsy can defeat an enemy by pouncing on its head or by 
using a weapon, such as the Nerf Ballzooka. While visiting Egyptian World, 
be on the lookout for Lion Switches. These switches will open up new 
passageways. To activate a switch, stand in front of it and press Up on the 
D-Pad. 

Transporter doors will either send Bubsy to another portion of the level 
or transport him into one of the Mini-Games, where you can earn power- 
ups. The key to this game is to explore. Keep Bubsy away from fire as well as 
water (unless he’s wearing a diving suit). 

In Medieval World, watch out for sheep and don’t land on a spiked 
flagpole. Look for signs containing arrows that will point you in the 
direction you should be traveling. 

While visiting the Air Wars level, Bubsy becomes a pilot. In addition to 
steering the plane, you’ll also have to shoot down enemies with Nerf balls. 
Aim and press the Y button to shoot. Use the D-Pad to control the plane’s 
movements. 
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Ww 
_ DONKEY KONG COUNTRY 


Graphic/Sound: 10 Response/Playability: 10 
Fun/Realism: 10 Ultimate Score: 10 
Donkey Kong is back, but you've NEVER seen a game like this! 


More than ten years ago in the very early days of video games one of the 
hottest arcade games was Donkey Kong, a fast-paced, puzzle/action game. 

Donkey Kong was the start of something big, launching Nintendo as a 
major player in the coin arcades and setting the stage for its entrance into 
the home. In fact, it was within the Donkey Kong game that Nintendo’s all- 
purpose Mario made his debut. 

Fast forward to late 1994 and the introduction of Donkey Kong Country 
for the Super Nintendo Entertainment System. Donkey Kong is back, but 
this 32-Meg adventure is like nothing gamers have ever seen. Using 
advanced computer modeling created on high-powered Silicon Graphics 
workstations, each object on the screen was created as a three-dimensional 
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model. Golors, light sources, and textures were then added to give each 
model a lifelike look and feel. The graphics are so impressive, you'll swear 
you're playing a 64-bit game! 

Yes, this game has awesome graphics and sound, but the game play speed 
and player control are also superior. SO, watch out Mario and Sonic: there’s 
an ape on the loose. 


WHO? 
Donkey Kong and his new sidekick, Diddy Kong. 


WHERE? 
The mighty jungle in your rec room. 


WHAT? 

The evil Kremlings have stolen all of Donkey Kong’s bananas and he’s 
not happy. 

Donkey Kong Country is at heart a horizontal scrolling game that 
contains over 60 worlds. Each world contains numerous levels and many 
hidden rooms, passageways and other places to explore. The 32-Meg cart 
gave the programmers tons of space to create an adventure that’s far 
superior to the Super Mario Bros. games released over the years. 

The adventure begins in the jungle and continues as you help DK explore 
caves, underwater levels, mine shafts, snow covered mountains, treetops and 
a pine forest. Along the way, you must defeat the many different types of 
banana-loving Kremlings. At the end of each world you'll meet a Boss 
Kremling who is bigger, meaner and stronger. Your final battle is against the 
leader of the Kremlings—a mean, alligator-like robotic creature. 


SECRETS OF THE PROS 

To protect himself and his pals, Kong can perform a Jump Attack which 
works against most enemies. Kong can also curl into a ball and roll toward 
his enemies. Ditty Kong can execute a cartwheel-like move. 

Donkey Kong loves barrels, so whenever you encounter a barrel, lift it up 
and throw it. This game contains wooden and steel barrels. Some barrels 
make excellent weapons, while others can be ridden. Kong can also be shot 
out of cannon barrels. 

Collect lots of bananas and explore. If you look up and see a vine or rope 
hanging from above, you must discover how to reach that hanging object, 
because it will often lead to a hidden area. The more hidden areas you 
discover, the easier completing this adventure will be. 

Kong’s animal friends play an intricate part in this adventure, so when 
you locate them, use them to help you get through the level you're 
exploring. 
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Donkey Kong can ride on the back of several types of animals, including 
a Rhino named Rambi. This guy can crash through barriers and ram into 
enemies. Expresso is an ostrich who can almost fly, and Onguard is a 
swordfish character who Kong will meet underwater. Using this fish’s sharp 
nose, he can stab enemies. Winky is a frog who can jump extra high. 

If Kong frees the parrot from his cage, the parrot will hold a light so Kong 
can explore dark caves and other areas. 

If you’re trying to reach something overhead, but it’s too high up, look 
for an out-of-place object lying around. For example, let’s say you find a tire: 
Kong can lift it up, place it in the appropriate location and then jump on 
the rubber tire to bounce upward. 


Graphics/Sound: 8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8 

The Double Dragon martial arts fight game series continues. 

This fifth edition in the Double Dragon series features four battle modes, 
four levels of game play, twelve different characters, twelve battle locations, 
four Turbo modes, and at least four special fighting moves per character. 
WHO? 

Billy and Jimmy Lee, Blade, Bones, Countdown, Dominique, Ice Pick, 
Jawbreaker, Sekka, Sickle, Trigger Happy and The Shadow Master are the 
warriors taking part in this high-speed martial arts competition. 

WHAT? 

Use each character’s basic and specialty fighting moves to win the 

tournament. 

THE SPECIALTY MOVES 

Bill & Jimmy Lee 

Dragon Uppercut. Forward, Down + Forward, Down + Punch 
Dragon Fire. (Jimmy Lee). Away, Forward + Punch 

Lunge Strike. Forward, Forward + Light Punch 
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Dragon Spin. Down, Down + Away, Away + Punch 
Dragon Projectile. (Billy Lee) - Away, Forward + Punch 
Bones 

Head Throw. Away, Forward + Punch 

Eye Zap. Down, Down + Away, Away + Punch 

Gun Shot. Forward, Down + Forward, Down + Kick 
Strike. Forward, Forward + Medium Kick 

Arm Hammer. Forward, Forward + Medium Punch 


Dominique 

Ponytail Bolt. Forward, Down + Forward, Down + Kick 
Spin Kick. Down, Down + Away, Away + Kick 

Stiletto Kick. Jump Forward, Down + Medium Kick 
Slide Kick. Down, Down + Light Kick 

Sickle 

Air Buzzsaw. Forward, Down + Forward, Forward + Kick 
Ground Buzzsaw. Down, Down + Away, Away + Punch 
Helicopter Spin. Away, Forward + Punch 

Energy Blade. Down, Down + Forward, Forward + Punch 
Icepick 

Pole Vault. Down, Down + Away, Away + Light Kick 
Hammer Head. Forward, Forward + Medium Punch 

Ice Dagger. Down, Down + Forward, Forward + Punch 
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Iceball. Away, Forward + Punch 

Hack N’ Slash. Keep pressing Light Punch 

Shadow Master 

Teleport. Forward, Down + Forward, Down, Down + Away, Away + Punch, 
Kick 

Rushing Blade. Away, Forward + Punch 

Ground Fireball. Away, Forward + Kick 

Shadow Fire. Down, Down + Forward, Forward + Punch 


Trigger Happy 

Drill Shot. Down, Down + Away, Away + Kick 

Cannon Shot. Away, Forward + Punch 

Explo-Punch. Down, Down + Away, Away + Medium Punch 
Force Field. Keep pressing Light Punch 

Rocket Uppercut. Forward, Down + Forward, Down + Punch 


Jawbreaker 

Yell Projectile. Down, Down + Away, Away + Punch 

Biscuit Spit. Away, Forward + Punch 

Flying Headbutt. Forward, Forward + Light Punch 

Ground Fireball. Forward, Down + Forward, Down + Kick 
Bulldog Shake. Forward, Forward + Hard Kick (when close) 
Chew and Spit. Forward, Forward + Hard Punch (when close) 


Blade 

Spin Kick. Away, Forward + Kick 

Torpedo. Away, Forward + Punch 

Blade Shishkebob. Keep pressing Light Punch 

Slide Stab. Forward, Forward + Punch 

Blade Ripper. Down, Down + Away, Away + Medium Punch 


Countdown 

Flame Thrower. Down, Down + Away, Away + Hard Punch 
Rocket Drive. Forward, Forward + Kick 

Breaker Spin. Away, Forward + Kick 

Eye Laser. Away, Forward + Punch 

Missile Shot. Forward, Down + Forward, Down + Kick 


Sekka 

Claw Roll. Down, Down + Away, Away + Punch 

Foot to Head Attack. Forward, Forward + Hard Kick 
Flying Head Stab. Away, Forward + Hard Kick 

Claw Spin. Down, Down + Away, Away + Kick 

Flying Grinder. Down, Down + Light Kick 
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Bounce Kick. Jump Forward, Down + Medium Kick 


CODES, CODES, CODES! 

Let the game start without pressing any buttons and you will go to the 
game’s main menu. Then enter one of the following codes: 

To Fight as Shadow Master or Dominique: L, R, Up, L, L, Down, R, R 

To start with two extra Attribute Points: L, L, L, R, L, R, L, R 

To start with four extra Attribute Points: Up, Right, Down, Left, Down, 
Right, R, R 

To start with six extra Attribute Points: Right, Down, Down, Left, Up, 
Right, L, R, L, R, L, R 

More Continues: Left, Right, Left, Right, L, L, R, R, R 

Disable Dizzies: Down, Down, Left, Up, Up, R, R, L 

Disable Throws: R, Right, L, L, Left, Left, R, R 


Graphics/Sound: 9.5 Response/Playability: 9 
Fun/Realism: 9.5 Ultimate Score: 9.33 


The long-awaited sequel to Mortal Kombat is here! This 32-meg cart is a faithful 

adaptation of the #1 arcade game. Parental Guidance Recommended 
Bloody good or bloody awful? We’ll leave it up to you. In any case, following 
in the footsteps of Mortal Kombat, this sequel has more of the same with no 
apologies offered. And this time there is no “secret” code to turn on the 
blood and gores: it’s all right there from the start. 

Choose one of the twelve fighters in this game and enter the tournament 
hosted by Shao Kahn, the diabolical leader of the Outworld who is 
attempting to take over the earth. 

Each fighter can perform a large selection of Basic fighting moves, plus 
their own unique Speciality Fighting Moves, Fatalities, Babalities and 
Friendship moves. The graphics, sound, speed and overall game play have 
all been improved, making this an intense and awesome fighting game. 


WHO? 
You can control Sub-Zero, Liu Kang, Kung Lao, Johnny Cage, Reptile, 
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Kitana, Shang Tsung, Jax, Mileena, Baraka, Scorpion, or Rayden. 


-WHAT? 

In the original game, Shang Tsung was defeated but he survived and 
returned to the Outworld. Now the supreme ruler Shao Kahn has decided 
to take matters into his own hands and host a tournament that will destroy 
any chance we have of saving ourselves from his evil rule. 

Your goal is to defeat all of the tournament’s contestants, then enter into 
battle against Shao Kahn’s sidekick Kintaro. Only after this battle will you go 
up against Shao Kahn. Who will survive: you or Shao Kahn? Will the people 
of Earth be saved or will their souls be stolen for all eternity? 


WHERE? 
This tournament is taking place in the Outworld, where Shao Kahn uses 
his supernatural powers to rule. 


PLAYING THE GAME 

From the Options menu at the start of the game you can choose to alter 
the game’s level of difficulty or assign one or both fighters with a handicap. 
In a one-player game, a fighter must enter into a series of matches against 
the other contestants in the tournament. To win a match, a fighter must be 
victorious in two rounds. If five rounds take place and there is no winner, 
both contestants are disqualified. 

A contestant wins when an opponent’s energy meter has become 
depleted. If the timer reaches zero before a winner is declared, the 
contestant with the least amount of damage will be named the winner and 
proceed to the next Match. 

Perfect timing is critical when performing any fighting move. Learning 
to perform combination moves is a vital element to winning. Blocking is 
also important to protect your fighter against physical attacks. To protect 
against projectile weapons, it’s best to crouch down or leap up to avoid the 
approaching attack. A Block will decrease the amount of damage you 
receive to your energy meter, but won’t eliminate the damage totally. 


THE FIGHTERS AND THEIR SPECIALTY MOVES 

In describing these moves, the commands are separated by either a 
comma (,) or a plus sign (+). When commands are separated by commas, 
press the appropriate button or buttons, release it, and then execute the 
next command. If two or more commands are separated by plus signs, press 
those buttons simultaneously. Toward means move in the direction of your 
opponent. Away means to move in the opposite direction of your opponent. 
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JOHNNY CAGE 
Low Green Flame. Half circle Away to Towards, Low Punch 
High Green Flame. Half circle Toward to Away, High Punch 
Shadow Kick. Away, Toward, Low Kick 
Shadow Uppercut. Away, Down, Away, High Punch 
Low Blow. Block + Low Punch 


BARAKA 
Blade Swipe. Away + High Punch 
Blade Spark. Down to Away, High Punch 
Blade Fury. Away, Away, Away, Low Punch 
Double Kick. Press High kick three times when standing close to an 
adversary 


KITANA 
Fan Swipe. High Punch + Away 
Fan Throw. Toward, Toward, High Punch + Low Punch 
Fan Lift. Away, Away, Away, High Punch 
Square Wave Punch. Half circle Toward to Away, High Punch 


SUB-ZERO 
Deep Freeze. Down to Toward, Low Punch 
Ground Freeze. Down to Away, Low Kick 
Slide. Away + Block + Low Punch + Low Kick 


LIU KANG 
Standard Fireball. Toward, Toward, High Punch 
Crouching Fireball. Toward, Toward, Low Punch 
Flying Kick. Toward, Toward, High Kick 
Bicycle Kick. Hold down Low Kick for 5 seconds, then release 


RAYDEN 
Lightning Bolt. Down to Toward, Low Punch 
Flying Thunderbolt. Away, Away, Toward 
Teleport. Down, Up 
Shock. Press and hold High Punch for 5 seconds, then release. Rayden 
must be standing close to his opponent. 


JAX 
Ground Pound. Hold down Low Kick for 3 seconds, then release 
Grab. Toward, Toward, Low Punch 
Sonic Wave. Half circle Toward to Away, High Kick 
Backbreaker. Block (while in mid-air with an opponent) 
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REPTILE 
Acid Spit. Toward, Toward, High Punch 
Force Ball. Away, Away, High Punch + Low Punch 
Invisibility. Up, Up, Down, High Punch 
Slide. Away + Block + Low Punch + Low Kick 


MILEENA 
Teleport Kick. Toward, Toward, Low Kick 
Roll Attack. Away, Away, Down, High Kick 
Sai Throw. Hold High Punch for 2 seconds, then release 


SCORPION 
Spear. Away, Away, Low Punch 
Decoy. Down to Away, High Punch 
Scissor Takedown. Toward to Away, Low Kick 
Air Throw. Block (while in mid-air with an opponent) 


KUNG LAO 
Teleport. Down, Up 
Hat Throw. Away, Toward, Low Punch 
Bullet Kick. Down + High Kick (while in mid-air after a jump) 
Whirlwind Spin. Up, Up, Low Kick (keep pressing the Low Kick button 
to continue spinning.) 


SHANG TSUNG 
One Flame Throw. Away, Away, High Punch 
Two Flame Throw. Away, Away, Toward, High Punch 
Three Flame Throw. Away, Away, Toward, Toward, High Punch 
Morph into Liu Kang. Away, Toward, Toward, Block 
Morph into Kitana. Block, Block, Block 
Morph into Scorpion. Up, Up 
Morph into Lung Lao. Away, Down, Away, High Kick 
Morph into Jax. Down, Toward, Away, High Kick 
Morph into Rayden. Down, Away, Toward, Low Kick 
Morph into Johnny Cage. Away, Away, Down, Low Punch 
Morph into Mileena. Hold down High Punch (2 seconds), then release 
Morph into Baraka. Down, Down, Low Kick 
Morph into Reptile. Block + Up, Down + High Punch 
Morph into Sub-Zero. Toward, Down, Toward, High Punch 


SECRETS OF THE PROS 
Random Character Selection. Can’t decide which character to control? 
Let the computer choose. At the character selection screen, highlight the 
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character in the top corner on your side (Liu Kang for Player #1 or Reptile 
for Player #2). Press and hold Up on the D-Pad and press Start. 

Dead Pool Fatality. This Finishing Move can be performed by any 
warrior after winning their second Round in the Dead Pool area. When the 
“Finish Him/Her” message appears, press and hold the Low Punch and 
Low Kick buttons. Use the D-Pad to move close to your opponent and then 
execute a normal Uppercut Punch (with the other buttons still held down). 
Your adversary will go flying into the air and land in the acid-filled lake. 

Disable Throws. At the character selection screen, have both players 
choose their fighter, then press and hold Down and the High Punch 
buttons on both controllers. Just before the first Round of the Match 
begins, a message saying “Throws Disabled” will appear on the screen. 

Locate Jade. There are at least three hidden characters in MKII. Here’s 
how to locate and fight Jade. Wait until you reach the Match just before the 
‘? Match on the Tournament Line-Up. Win one Round using only the Low 
Kick button. To do this, you can use lots of Sweep Kicks and Jump Kicks. 
After beating your opponent, you'll be able to fight Jade. She’s a stronger, 
faster and meaner version of Mileena and Kitana. 


Graphics/Sound: 9 Response/Playability: 9 
Fun/Realism: 9 Ultimate Score: 9 

The basketball simulation with an attitude. 

The hottest NBA stars from all twenty-seven of the real-life NBA teams come 
to life on your game screen in a rock’em-sock’em jamming fest. 

NBA Jam is the ultimate two-on-two basketball challenge for one to four 
gamers. One of its greatest appeals are the dozens of hidden characters and 
powers; we'll help you find them! 

WHO? 

Choose your favorite NBA team and control the two representatives from 
that team as they go head-to-head against two members of another NBA 
team. 
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WHAT? 

The ultimate two-on-two basketball challenge—cool moves, fast 
action, awesome graphics and realistic sound. What more could a sports 
fan ask for? 


POWER PLAYER HINTS 

Evaluate each player’s attributes before a game, so you know the 
strengths and weaknesses of your players and your adversaries. Each player 
is ranked based on his or her Speed, 3-Point Shooting Ability, Dunking 
Ability and Defense. 

You can shoot with added accuracy when you release the Shoot button at 
the very highest point of a jump. If you press and hold the Shoot button as 
you prepare for a Jump Shot Pass, you can then press the Pass button again 
and send the ball to your open teammate. 


SECRETS OF THE PROS 

Juice. To take the game to a higher level, press any button 13 times at the 
Match Up screen. On the thirteenth tap, hold down the B and Y buttons 
until the game begins. 

Higher math. To activate the Shot Percentage Indicator, wait for “Today’s 
Match Up” screen to appear then tap any button once. Next, press and hold 
the down arrow and the A and B buttons until the tip-off. This special meter 
will display the likelihood of you successfully making a particular shot; use 
it to create a map of the best shooting spots for each player. 

Tip-off tipoff. If you want to win the tip-off, tap the Shoot button 
repeatedly, as quickly as possible, once the referee tosses the ball into the 
air. The gamer who taps the Shoot button the most times will win. 

Flamer. To be On Fire with extra power for the entire game, wait for the 
Match Up screen to appear, then tap any button seven times. Next, hold Up 
and at the same time, press the Y and B buttons simultaneously. 

Turbo touch. For constant Turbo, at the Match Up screen, tap any 
button six times. On the sixth tap, press and hold the Y Button, A Button 
and the B Button. 

Super D. If you want a Powered-Up Defense, at the Match Up screen tap 
any button five times. On the fifth tap, press and hold that button until the 
tip-off. 

Is it the shoes? To perform Super Slam Dunks, select your team. Before 
the tip-off, quickly press any button 13 times while moving the D-Pad in a 
360-degree rotation clockwise. On the thirteenth button press, hold down 
that button and continue rotating the D-Pad until the actual tip-off. 

Interceptional. To improve your player’s ability to intercept, at the Match 
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Up screen hit any button 15 times while rotating the pad clockwise. On the 
fifteenth tap, press and hold the button until tipoff. 


SECRET CHARACTERS 

You’ve heard about the secret characters hidden within NBA JAM. Here’s 
how to make a few of these characters appear: 

President Bill Clinton. At the initial screen, enter the letters A and R and 
then highlight the K. Now press and hold the L button, Start button and 
then the X button. (That’s ARK as in Arkansas, by the way.) 

Vice President Al Gore. At the initial screen, enter the letters N and E 
and then highlight the T. Press and hold the L button, then the R button, 
followed by the A button. (NET as in network, or the information 
superhighway.) 

George Clinton. The other Clinton, the P-funk one. At the initial screen, 
enter the letters D and I and then highlight the S. Press and hold the L 
button, Start and then the A button. 

Mark Turmell (Midway’s creator of NBA Jam). Enter the initials ‘M’ and 
‘J’, then put the cursor on the letter ‘T.’ Press and hold the R button, Start 
and then the A Button. 

Sal DiVita (NBA Jam’s artist). Enter the initials ‘S’ and ‘A,’ then put the 
cursor on the letter ‘L.’ Press and hold the L button, then the R button, 
followed by the X button. 

Warren Moon. Why not? This ball is round instead of pointed, of course. 
At the initial screen, enter the letters U and W and then highlight the blank 
space on the initial screen. Press and hold the R button, Start and the A 
button. 

More codes? Why not! Many of the artists and marketers at Acclaim or 
Williams are hidden in the game. Follow the same entry method used for 
the characters listed above; remember not to enter the last character but 
instead to follow the special button presses listed. 


PLAYER NAME INITIALS BUTTON PRESSES 
Asif Chaudrhi Cc, A,R L, R, X Button 

Dan Feinstein S, A,X L, R, X Button 

Eric Kuby Q, B, blank L, Start, X Button 
Erik Samulski (Air Dog) A, I, R L, Start, X Button 
Jamie Rivett R,J,R R, Start, X Button 


Tom Redemacher R, O, D R, Start, X Button 
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Graphics/Sound: 8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8 
Comic book character superstars face off in this fighting adventure based 
on the storyline of the best-selling comic book series. 
You'll start out in control of Spider-Man, but as the story unfolds there will 
be times when you’ll find it better to take over Venom. As Spider-Man, you 
can walk, run, jump, punch, flip, climb, and fire webs to swing on. You'll 
have to maneuver your way through over 25 exciting stages, fight off 
enemies and avoid obstacles. 


WHO? 
You control Spider-Man, one of Marvel Comics’ most popular super 
heros. 


WHAT? 


Defeat Carnage and his army of evil henchmen. 


WHERE? 

The adventure begins in the streets of New York City and continues along 
the rooftops and alleyways. Later, you’ll travel to San Francisco and then 
back to New York for a lovely tour of Central Park. 


SECRETS OF THE PROS 

Pay careful attention to Spider-Man’s Spider-Sense. If an arrow in the 
background appears on the screen, start traveling in that direction, and you 
should stay out of danger. 

The game will change if you team up and control Venom. 

As you explore each level, be on the lookout for power-ups. Energy 
Boosters, 1-Ups for Spider-Man and Venom, and Continues are what you 
should be on the lookout for. As you attempt to locate and defeat Carnage, 
Shriek, Demogoblin, and the rest of the evil characters in this game, you will 
receive the assistance from several of Spider-Man’s super hero pals. Super 
Hero Icons allow you to call for assistance from Black Cat, Captain America, 
Cloak and Dagger, Deathlok, Firestar, Ironfist, and Morbius. 

In the Streets of New York, you’ll have to use Spider-Man’s fists to defeat 
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the army of bad guys that attack. Try to avoid getting sandwiched in 
between two bad dudes. If you keep them all on one side, defeating them 
will be easier, because you can pick up one enemy and toss him at the 
others. The Energy Meter for each enemy will appear in the upper-right 
corner of the game screen. 

An Uppercut Punch works very well against opponents when you're 
ready to finish them off. You can also use Spider-Man’s web and swing into 
one or more enemies to plow them down like bowling pins. Another useful 
offensive maneuver is to shoot a web directly at an enemy and pull’em in, 
then use a nice hearty punch to the face to finish’em off. 

If you can corner an enemy near the edge of the screen so that they're 
barely visible, keep punching and you'll defeat them easily. When doing 
this, don’t let other enemies sneak up behind you. If you let up your attack 
on the cornered enemy, he’ll retaliate. 

Watch out for Dana and Lizzy. These babes on blades can move fast and 
are more difficult to beat. Try to take them on one at a time. 

During the Climb, your best bet is to zig-zag between the two buildings by 
swinging from your web. Use your Spider-Sense (and common sense) to 
determine when and where the next lightning bolt will land. Perfect timing 
and well aimed web swings are the keys to success. You can only take about 
four hits from the lightning bolt before Spider-Man loses a life. 
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Graphics/Sound: 8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: & 
Explore the Final Frontier aboard the Starship Enterprise. 


You’ve watched episodes of Star Trek: The Next Generation for seven seasons 
on television. Now you can experience the first interactive episode on the 
Super NES. Your mission is to locate and unravel the mystery behind the 
Derandomizer, a device which is believed to be the most powerful object in 
the known universe. 

As part of your mission, you will travel in the Enterprise to strange new 
worlds, beam down to various planets, take part in Away Teams, and 
experience ship-to-ship battles in deep space. 

Star Trek: The Next Generation combines elements of a detailed role 
play adventure with the excitement of an action/adventure game, so you'll 
have to discover clues, solve puzzles, locate items and blast away enemies. 
The more you know about the TV series and the main characters’ 
capabilities, the better off you’ll be when experiencing this adventure. 


TAKING CONTROL OF THE ENTERPRISE 

Using the D-Pad, you can communicate with the Enterprise’s senior 
officers who are located at their duty stations on the Bridge. 
Communications, the Conn, the Briefing Room, the ship’s Computers, 
Engineering and the Transporter Room are the main control centers of the 
ship. When on the Bridge, press Left or Right on the D-Pad to scroll 
between the various duty stations. 

Communications allows you to receive and send messages to Starfleet, 
planets and to other ships. When the Communications station appears on 
the screen, a light will flash at the top of the screen if there is an incoming 
message. 

The Briefing Room is where you can consult with Captain Jean-Luc 
Picard. The Captain will provide you with advice, course headings and other 
important information. Using the ship’s Computers, you can access 
information about alien races, objects, planets and ships. 

The ship’s Sensors are used to determine where the Enterprise is located 
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and what other planets or ships are in the area. From the Engineering 
station, you can initiate repairs to the ship. The Conn is used to set the 
course for the Enterprise and determine a Warp Speed (that’s travel speed 
in Star Trek lingo). Once you're orbiting around a planet, you can use the 
Transporters to beam down an Away Team. 


CHOOSING AN AWAY TEAM 

When it comes time to selecting an Away Team to beam down to a 
planet’s surface, you can choose between one and four of the Enterprise’s 
crew members. Depending on the circumstances, you'll always want to bring 
along one or two senior officers, and when possible, several security guards. 
The security guards are expendable, your senior officers are not. If an Away 
Team member becomes injured, beam them directly back to the Enterprise 
and send down a replacement. Also, use the security guards to protect the 
senior officers. While on an Away Team, you will control the individual 
members of that team. Each team member will have basic equipment, such 
as a phaser, a tricorder and a communicator. You will also find other 
valuable items along the way. 


SECRETS OF THE PROS 

While traveling through space, you will encounter many enemy ships. 
The Prime Directive states that you must attempt to find a peaceful solution 
to any situation and use fighting as a last resort. When you encounter an 
alien ship, try hailing it. Whatever you do, when an enemy hails the 
Enterprise, you’d best respond promptly. 

After a battle, it is vital that you initiate repairs to the ship. While the ship 
is under repair, avoid answering any hails from Starfleet or other vessels, 
even if it means keeping someone waiting. It is important to keep your ship 
in maximum operational order. When in a battle, be sure you maintain your 
strongest shields in the direction of the enemy. You’ll have to get within two 
grids (that’s pretty close) for your ship’s phasers to have maximum impact. 

Any time the Enterprise becomes severely damaged, be sure to visit one 
of the three Starbases in the game. After completing a mission, always 
return to a Starbase. 


PASSWORDS 
After entering one of the following Passwords, proceed to the planet 
listed. To enter a Password, access the main computer on the Enterprise. 


Stage 2: BGTTBTBV Proceed to Orientis Alpha IV 
Stage 3: CGTTBTBB Proceed to Derelict Ship 

Stage 4: DKTTBTBB Proceed to Orientis Gamma IIIB 
Stage 5: DJTTBTBV Proceed to Codis Mu VI 
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Stage 6: JFTTBTBB Proceed to Codis Zeta V 

Stage 7: JDTTBTBV Proceed to Tytris Iota I 

Stage 8: KDTTBTBB Proceed to Codis Mu VI 

Stage 9: KFITTBTBV Proceed to Orientis Gamma IIIB 
Stage 10: LRTTBTBB Proceed to Verenitor Epsilon 


Graphics/Sound: 9 Response/Playability: 9 

Fun/Realism: 9 Ultimate Score: 9 

See what Nintendo's Super FX chip can really do. This game is twice the 

speed of Starfox. 
Nintendo’s Super FX chip has been upgraded and improved and can now 
create, rotate and zoom polygon graphics faster and smoother, so 
programmers can create even more exciting games. Stunt Race FX is a 
cartoon-like racing simulation that offers some serious competition as you 
trek along the 20 different tracks in one of four different vehicles. 

No matter which vehicle you’re driving, you can instantly switch between 
three viewing perspectives of the action. In two-player mode, this game 
offers superior split-screen graphics. 


WHO? 
You’re the driver of a car in this colorful, light-hearted racing car 
simulation. 


WHAT? 
Choose your car, select a viewing perspective (which you can change 
instantly during a race) and then blast your way around the tracks. 


GAME PLAY MODES 

Speed Trax. This one player game play mode allows you to race around 
four different tracks. Three of the top four times will be combined and used 
to determine your ranking. 

Stunt Trax. Race around courses and get passed multiple check points. 
Three of your top records will be saved. This too is a one player mode. 
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Battle Trax. In this two player mode, you go head-to-head against a 
second player. The object is to win the race against the second player, not 
race against the clock. 

Test Run & Free Trax. This is the best place to practice and learn how to 
control your vehicle. 


CHOOSING YOUR VEHICLE 

At the Car Selection screen, you must choose the vehicle you'll use to race. 
Each car is ranked according to the strength of its body, its acceleration and 
its maximum speed. The best car will have a strong body, fast acceleration 
and a high maximum speed. The cars you can select from include: 

4WD. This car is ideal for beginners. It’s got a strong body, fast 
acceleration, and a maximum speed of 100 mph. You'll find this the easiest 
car to control on the Stunt Trax. 

Coupe. This smaller vehicle has a medium strength body, medium 
acceleration, and a maximum travel speed of 120 miles per hour. 
Obviously, this car is faster than the 4WD, but it’s easier to damage anda 
bit harder to drive. 

F-Type. The body of this car is weak, it’s acceleration is slow, but it can 
travel at speeds up to 140 mph. You'll find this car turns quickly and easily, 
especially at higher speeds. 

2WD. If you want to really cruise, and see how fast a car in this game 
can really go, check out this two-wheeled vehicle (yes, it’s a motorcycle). 
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This car can only be selected when you're racing on a Free Trax until 
you’ve cleared the Speed Trax Master class, then you can control this car 
on any track. 

Trailer. This large tractor trailer can only be driven in the bonus game. 
It’s big, but it’s fun to drive. 


THE MAIN GAME SCREEN 

In the top-right corner of the screen is the Timer. When you pass under 
a checkpoint, you'll receive additional time. In the lower-left portion of the 
screen is a small map of the race course. Below it is your Boost meter, 
speedometer, damage meter, current position in the race, and a display 
showing the number of cars remaining in the race. Your current time is 
displayed in the lower-right corner of the screen. 


THE VIEWING PERSPECTIVES 

Close-up. This view is from directly behind your vehicle. You can’t see 
anything behind you, but you have a good view of what’s ahead and to the sides. 

Long-shot. From this viewing perspective, you can see your vehicle 
from behind and from a distance. This view provides you with a good view 
in all directions. 

Cockpit. See what it’s like to be sitting in the driver’s seat and looking 
out the windshield of your car. Due to the view limitations, this viewing 
perspective makes the game considerably more challenging. 


SECRETS OF THE PROS 

This driving simulation is exciting, but the game play is relatively 
straightforward. The best strategy is to master when to initiate turns and 
how fast you should be traveling as you experience sharp turns. To maintain 
control and save valuable seconds, try to hug the turns as tightly as possible. 
It’s also important to pass below check points as quickly as possible, avoid 
hitting the walls, and to obtain as many power-ups along the way as possible. 
Use your car’s Turbo Boost wisely. Collecting blue gems as you race will 
replenish your car’s Boost Meter by 50 percent. Pressing the Boost button 
will cause your car to temporarily shoot forward and pick up speed quickly. 
Collecting red gems will repair some of the damage to your vehicle. 

As you experience a one player race, you must complete a total of three 
laps as quickly as possible—you’re racing against the clock. In a race on the 
Speed Trax, you will compete against three computer controlled 
opponents. In order to advance to the next course and improve your 
ranking you must finish a race in Ist, 2nd or 3rd place. The faster you 
complete the earlier races, the more bonus time you will receive for the 
later races. 
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In the more advanced racing circuits, you’ll have to select one of the 
faster cars. By the time you reach these more advanced levels, you’d best be 
able to keep your car on the track and remain in control. Once you have 
developed these basic skills (which take practice), you will be able to control 
a vehicle with a weaker body, but one that can travel at faster speeds. 


Graphics/Sound: 9 Response/Playability: 9 
Fun/Realism: 9 Ultimate Score: 9 
The mega-popular game series continues on the Super NES. 


The popular Metroid video game series that began on the 8-bit NES and 
expanded onto the Game Boy now offers an exciting 16-bit adventure that’s 
bigger, faster and better. 

During a survey mission of the planet SR388, the crew of the Galactic 
Federation vessel doing the surveys discovered a new airborne lifeform 
which they decided to call “Metroid.” These Metroid creatures were so 
powerful, they could take over other living beings and steal their energy. 

The deadly Metroids reproduce extremely quickly and easily, which 
makes them a major threat. Now, space pirates from the planet Zebes have 
captured several Metroids. With the help of the Mother Brain ruler, they’ve 
created an army of Metroids. 


WHO? 

Samus Aran is a female bounty hunter who has been hired by the Galactic 
Federation to destroy the Metroid army and put an end to the space pirate’s 
diabolical plans. An army of one, Samus Aran is the last hope the Galactic 
Federation has for destroying the Metroids. 


WHERE? 
Somewhere in deep space, you'll find the planet SR388. 


HOW? 


Samus Aran wears powerful armor and carries an arsenal of weapons 
which she’ll use to defeat the Metroids and The Mother Brain. 
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SAVING GAME DATA 

Throughout each stage, you’ll discover Data Save Units which look like 
tubes. When Samus stands within one of these units, your game data can be 
saved. Now, if you lose a life or the game ends, you'll be able to re-start from 
the point where you last saved your mission. 


OPENING DOORS 
Doors located throughout the Planet Zebes are color coded. How you 
open a door will depend on its color. 


Blue Door. Open with Beams or Bombs 

Red Door. Open using five Missiles or one Super Missile 

Green Door. Use a Super Missile 

Yellow Door. Super Bombs will open these doors 

Metal Door. These doors will only open then they are flashing, and 
only after you’ve defeated the enemy guarding the door. 


SPECIAL ITEMS AND POWER-UPS 

The more power-up items and weapons you help Samus locate and 
grab, the more powerful she becomes. Look for these items as you explore 
each level: 

Missile Tanks. Each tank can carry five missiles. You can refill your 
missiles by connecting to a missile charge unit. 

Super Missile Tanks. Each tank can carry five of these Super Missiles. Any 
barrier that has the Super Missile icon can be blown up using a Super Missile. 

Grappling Beam. Grab onto special blocks then swing into other areas 
using this item. If a metal block has a hole in the center, you can connect 
your Grappling Beam to it. 

X-Ray Scope. Locate hidden passageways. 

Energy Tank. Provides Samus with 99 units of energy. These tanks can be 
refilled by connecting to a charge unit. 

Reserve Tanks. These tanks start out empty, but can be filled with energy 
which Samus can then use in an emergency. As you defeat enemies, they'll 
often leave behind weapons, such as Energy Balls, Missiles and Bombs 
which Samus can add to her arsenal. 

Morphing Ball. Allows Samus to roll into a ball and fit into small areas 
and passageways. 

Spring Ball. When Samus is rolled up into a ball, she can bounce around. 
BEAMS 

When Samus’ adventure begins, she is equipped with a Normal Beam. To 
boost the power of this beam, look for Beam power-ups. There are six 
different types of beam power-ups, including Charge, Ice, Wave, Spazer and 
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Plasma. Each will generate a different type of beam. 


SUITS AND BOOTS 

Samus has a high-tech tailor who has created two different special suits of 
armor for Samus, plus three styles of boots. A Varia Suit can withstand 
greater temperatures and better protects against attacks. The Gravity Suit 
also reduces the damage caused by an attack, plus allows Samus to travel 
underwater with greater ease. Hi-Jump Boots can be used to make Samus 
leap up extra high. Space Jump Boots allow Samus to fly through open 
areas. Speed Boost allows Samus to run extra fast. 


POWER PLAYER HINTS 

Samus is capable of performing several special techniques that will allow 
her to travel easier through each area. 

Wall Climbing. If there is a horizontal passageway with two walls that are 
relatively close together, Samus can bounce up the wall by jumping toward 
a wall while she’s rolled up into a ball and spinning. Once she hits the wall, 
push the D-Pad in the opposite direction and press the Jump button. 

Power Jump. Start by using Samus’ Super Speed run, then press Down 
on the P-Pad. When Samus begins flashing, press a directional arrow and 
the Jump button to fly through the air and break through bricks. This move 
will cost you some energy, so use it wisely. 

Bomb Spread. Charge your weapon and then roll up into a ball while 
you’re still holding down. You'll be able to launch five bombs at once in a 
confined area. 


SECRETS OF THE PROS 

As you begin your mission, here’s a suggested order in which you should 
locate items: Ball, Bombs, Super Missiles, Jump Boots, Spazer, Varia Suit, 
Wave, Speed, Ice, Grappling Beam, X-Ray, Gravity Suite, Spring Ball, Space 
Ball, Space Jump, and Plasma. You'll confront the Boss characters in this 
order: Spore Spawn, Kraid, Crocomire, Phantoon, Draygon, Ridley and 
finally Mother Brain. 

To beat Kraid, his weak point is his mouth, which you must attack while 
it’s open. You'll find it easier to beat this guy if you have acquired Jump 
Boots first. You'll need Samus’ normal gun and her missiles. 

Phantoon can be beaten if you attack his eye when it’s open. To beat 
Draygon, use Super Missiles aimed at this guy’s stomach. Ridley can be 
defeated if you have acquired the Jump Suit and Screw Attack. 

Defeating Mother Brain will be your ultimate challenge at the end of 
your mission. There will be three separate stages to this battle. In the first 
phase, use whatever missiles are at your disposal. The closer you are, the 
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more damage your missiles will inflict. In the second phase, avoid the blue 
bubble things and fire your weapon at the head. By the time you reach the 
third phase of this battle, stand in the corner and shoot to the upper-left. 
How quickly you master this game and defeat the Mother Brain will 
determine which ending of this game you see. 


Graphics/Sound: 8 Response/Playability: 9 
Fun/Realism: 8 Ultimate Score: 8.33 
Choose your fighter and battle all-new characters added to this classic 
high-action fighting game. Parental Guidance 

Following in the footsteps of the mega-popular Street Fighter II and Street 
Fighter II Turbo comes this sequel that offers many exciting new game play 
modes, new characters and new fighting moves. This 32-meg cart contains 
16 characters that you control. Each fighter can perform an arsenal of basic 
fighting moves, plus use his or her own specialty fighting moves. 

This game can be played as a one- or two-player game; however, by 
trading controllers in the new Tournament Battle mode, up to eight players 
can compete. Better graphics, nastier moves and faster action make Super 
Street Fighter II a winner. 


WHO? 
Choose a fighter and then travel the world taking part in high-action 
street competitions. 


WHAT? 
Speed, fighting strategy and skill are needed to win Match after Match of 
non-stop kicking, punching and throwing. 


GAME PLAY MODES 

Super Battle Mode. Choose your fighter and then travel the world, 
fighting sixteen other fighters, one at a time. You must keep winning 
Matches in order to proceed to your next opponent. The first fighter to win 
two Rounds during a Match wins. 
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The Versus Battle Mode. Two players go up against each other in a series 
of Matches. Gamers can choose their Handicap level plus the fighting 
location of each Match. 

Group Battle Mode. Two players can create teams of up to eight fighters 
who will fight in a series of one Round Matches. Points are awarded based 
on each fighter’s performance. These are elimination Matches, so the first 
player to lose all of his fighters is out of the game. 

Tournament Battle Mode. Up to eight players can control one fighter 
each as they compete in a series of tournament style Matches. Each Match 
is only one Round. The goal is to win each Match and improve your fighter’s 
ranking until you are the sole winner. 

The Challenge Modes. Test your speed as you race against the timer in 
the Time Challenge Mode. There’s also the Score Challenge Mode in which 
you'll earn points based on your fighting performance. 


SPECIALTY MOVES 

For the following move descriptions, the word ‘Forward’ refers to moving 
toward the opponent. ‘Away’ refers to moving in the opposite direction 
from the opponent. When two commands are listed together using a plus 
(+) sign, those two commands are done simultaneously. For example, A 
Button + B Button means you should press the A Button and B Button 
together, at the same time. When two directions are listed together using a 
plus (+) sign, this signifies a diagonal direction on the D-Pad. 
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FEI LONG 
Rekka Ken. Down, Down + Forward, Forward, any Punch button. This 
move can be done up to three times in a row for maximum damage. 
Rising Dragon Kick. Away, Down, Down + Away, any Kick button. 


THUNDER HAWK 
The Hawk. Press all three Punch buttons simultaneously. 
Thunderstrike. Forward, Down, Forward + Down, any Punch button. 
The Storm Hammer. On the D-Pad, make a 360-degree rotation, press 
any Punch button. 


CAMMY 
Front Kick. Forward, Down, Forward + Down, any Kick button. 
Cannon Drill. Down, Down + Forward, Forward, any Kick button. 
Spinning Knuckle. Away, Down + Away, Forward, any Punch button. 


DEE JAY 
Hyper Fist. Press and hold Down (2 seconds), Up + any Punch button. 
Max Out. Press and hold Away (2 seconds), Forward + any Punch button. 
Double Dread Kick. Press and hold Away (2 seconds), Forward + any 
Kick button. 


RYU 
Fireball. Down, Down + Forward, Forward, any Punch button. 
Red (Stun) Fireball. Away, Away + Down, Down, Forward + Down, 
Forward, any Punch button. 
Dragon Punch. Forward, Down, Down + Forward, any Punch button. 
Hurricane Kick. Down, Down + Away, Away, any Kick button. You can 
add a Jump before this move to perform the Hurricane Kick in mid-air. 


EDMOND HONDA 
Hundred Hand Slap. Keep pressing any Punch button. 
Sumo Head Butt. Press and hold Away (2 seconds), Forward + any 
Punch button. 
Sumo Smash. Press and hold Down (2 seconds), Up + any Kick button. 


BLANKA 
Electricity. Keep pressing any Punch button. 
Rolling Attack. Press and hold Away (2 seconds), Forward + any Punch 
button. 
Vertical Rolling Attack. Press and hold Down (2 seconds), Up + any 
Kick button. 
Beast Leap. Press and hold Away (2 seconds), Forward + any Kick button. 
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GUILE 
Sonic Boom. Press and hold Away (2 seconds), Forward + any Punch 
button. 
Flash Kick. Press and hold Down (2 seconds), Up + any Kick button. 


KEN 
Fireball. Down, Down + Forward, Forward, any Punch button. 
Dragon Punch. Forward, Down, Down + Forward, any Punch button. 
Use the Hard Punch button to perform a Flaming Dragon Punch. 
Hurricane Kick. Down, Down + Away, Away, any Kick button. This move 
can be used in mid-air if you start off with a Jump. 


CHUN LI 
Lightning Kick. Keep pressing any Kick button. 
Whirlwind Kick. Press and hold Down (1 second), Up + any Kick button. 
Kioken (Fireball). Press and hold Away (2 seconds), Forward + any 
Punch button. 


ZANGIEF 
Spinning Clothesline. Press any two Punch buttons at the same time. 
Double Spinning Lariat. Press any two Kick buttons at the same time. 
Spinning Pile Driver. Using the D-Pad, make a 360-degree rotation 
quickly, any Punch button. 
Siberian Suplex. Using the D-Pad, make a 360-degree rotation quickly, 
any Kick button. 
Siberian Bear Crusher. Using the D-Pad, make a 360-degree rotation 
quickly, any Punch button. This move only works when Zangief is at a 
good distance from his adversary. 


DHALSIM 
Yoga Fire. Down, Down + Forward, Forward, any Punch button. 
Yoga Flame. Away, Away + Down, Down, Down + Forward, Forward, any 
Punch button. 
Yoga Teleport. Away, Down, Down + Away, all three Punch buttons or all 
three Kick buttons. 


BALROG 
Turn Punch. Press and hold all three Punch buttons or all three Kick 
buttons for 2 seconds, release the buttons. 
Final Punch. Press and hold all three Punch buttons or all three Kick 
buttons, release the buttons. How long you hold down the buttons will 
determine the strength of the punch. 
Shoulder Butt. Press and hold Down (2 seconds), Up + any Punch button. 
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Dash Punch. Press and hold Away (2 seconds), Forward + any Punch 
button or any Kick button. 


VEGA 
Claw Dive. Press and hold Down (2 seconds), Up + any Kick button, 
Forward, any Punch button. 
Wall Leap. Press and hold Down (2 seconds), Up + any Kick button. 
While in mid-air, press Up + any Punch button. 
Claw Roll. Press and hold Away (2 seconds), Forward + any Punch button. 
Backflip. Press and hold Down (2 seconds), Up + any Punch button. 
Single Back Flip. Press all three Kick buttons at the same time. 
Double Back Flip. Press all three Punch buttons at the same time. 


SEGAT 
Tiger Uppercut. Forward, Down, Down + Away, any Punch button. 
Tiger Knee Kick. Down, Forward + Down, Forward + Up, any Kick button. 
Tiger Shot. Down, Down + Forward, Forward, any Punch or Kick button. 


M. BISON 
Psycho Crusher. Press and hold Away (2 seconds), Forward + any 
Punch button. 
Scissor Kick. Press and hold Away (2 seconds), Forward + any Kick button. 
Head Stomp. Press and hold Down (2 seconds), Up + any Kick button. 
After performing the stomp, press Forward + any Punch button. 
Flying Psycho Fist. Press and hold Down (2 seconds), Up + any Punch 
button. 
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PETS 22k ES ee 
Graphics/Sound: 7 Response/Playability: 9 
Fun/Realism: 8 Ultimate Score: 8 

The world's most popular puzzle-type video game gets a sequel. 
The original Tetris game is fast, addicting, challenging and fun. We can’t 
prove it, either, but we suspect Tetris is the cause of a national dropoff 
in productivity. 

The rules are simple and the graphics are nothing special, but just about 
everyone enjoys the excitement of this puzzle-type game. In fact, it was the 
original Tetris game that made Nintendo’s Game Boy the hottest selling 
hand-held video game system in the world. 

Tetris 2 for the Super NES is an all-new sequel which offers the same style 
of fast-paced action that requires gamers to think fast, and react faster. This 
sequel, however, is in color and offers several exciting new twists, including 
three game-play modes. 

You can play Tetris 2 as a one player game, a two player competition 
(featuring split-screen action) or as a series of one player puzzles. There is 
a greater number of different-shaped tiles that fall from the top of the 
screen, and a large assortment of backgrounds. In the one- and two-player 
mode, the object is to stack up three or more of the same-colored blocks 
into neat horizontal, vertical or diagonal rows. When the blocks are lined 
up correctly, they'll disappear. If the blocks aren’t lined up in sets of three 
or more of the same color, they’ll keep stacking up. If the blocks reach the 
top of the screen, the game ends. 

The Puzzle Mode of Tetris 2 provides gamers with a pre-defined number 
of pieces which must be used to solve a puzzle consisting of blocks that are 
already stacked up in the play area. There are over 100 of these puzzles 
included on the cart. 


WHO? 
Think quickly! You’re on. 


WHAT? 
Stack up same-colored blocks and make them disappear. Your ultimate goal 
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is to make the flashing blocks at the bottom of the game screen disappear. 
You’ll quickly discover that Tetris 2 combines the exciting and 
challenging elements of the original Tetris game with those from Dr. Mario, 
another of Nintendo’s best-selling puzzle games. 
At the start of the game, you can choose the overall game play speed 
(Low, Medium or High) and select the level at which you want to start. 


SECRETS OF THE PROS 

The trick to being a successful Tetris 2 gamer is to make chain reactions 
happen. By strategically rotating and placing blocks as they fall, you can make 
multiple sets of colored blocks disappear at the same time. As some of the 
blocks disappear, others will reposition themselves and create new puzzles. 

Each of the flashing blocks is different color. When you make one of 
these blocks disappear, all of the regular blocks that are the color of the 
flashing block will also disappear. So, by quickly going after one or two of 
the flashing blocks, you can clear up a large area of the game screen. When 
all of the flashing blocks are gone, you will have completed the level. 

When the screen is starting to fill up with blocks that are almost at the top 
of the game screen, your only hope is to clear away one or more of the 
flashing blocks. Making a Super Tetris happen will also be extremely 
helpful. A Super Tetris occurs when you line up six same-colored blocks in 
a row. When this happens, all of the blocks on the screen which are that 
color will also disappear. 

Keep an eye in the upper-right corner of the game screen. Use the 
preview window to see what shape and color(s) the next block to drop will 
be. In two-player mode, the preview window appears in the upper-center 
portion of the screen. 

When some non-straight pieces make contact with other blocks in the 
play area, they will break apart. Use this to your advantage and keep moving 
around the pieces until they all land. 
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Graphics/Sound: 9 Response/Playability: 8 

Fun/Realism: 8 Ultimate Score: 8.33 

Unicycles with personality come to life on the game screen as you race 

them along mega-large tracks. 

Using the same graphics development technique as in Donkey Kong 
Country, Uniracers is a totally different type of game. Once again, ultra- 
expensive Silicon Graphics workstations were used to create and animate 
colorful unicycles that perform all sorts of turns and gravity defying leaps 
while traveling at ultra-fast speeds along the mega-large tracks. 

In this one- or two-player game, players can control one of sixteen 
different three-dimensional-looking unicycles, each with it’s own personality 
and unique set of capabilities. Each unicycle is animated on the screen using 
6,000 animation cells. This is much more than just another racing game. 


WHAT? 

Race along the extra-large tracks and perform all sorts of tricks to earn 
points and reach the finish. There are more than 60 racetracks, stunt 
courses and circuit courses. There’s also a Tournament mode, so up to eight 
players can alternate and compete in a series of tournament-style races. 


SECRETS OF THE PROS 

The trick to mastering this game is to perfect the various types of tricks 
your unicycle is capable of performing. The more tricks you perform, the 
faster you'll be able to travel. The fun of this game is to drive as quickly as 
possible, even if you start losing control. While in mid-air, try to make 
multiple spins and flips. 

The tracks that make up this game are totally bizarre. Some of the tracks 
in this game are 256 screens tall by 256 screens wide, which make them the 
largest levels in any video game. As you race along the track, beware of ice, 
oil spills, potholes and break-away sections. These obstacles will slow you 
down, so avoid them using jumps and other cool maneuvers. 

Unicycles can perform very similar tricks and stunts as skateboards or on- 
line skates, so flips and half-pikes are all part of the action. Uniracers is one 
of the fastest games available on the Super NES. 


SUPER NES PREVIEWS 


And still they come: As we go to press, developers are putting the finishing 
touches on some spectacular new games for Christmas of 1994 and early 
1995. We've spent time with pre-release versions of the games and we can't 
wait for the games to arrive. 


Probably the most anticipated game is Virgin's “The Lion King,” which shows 
every indication of being in the same stratospheric world as “Aladdin,” the 
monster Disney hit of 1993. 


A team of Disney’s top animators hand-drew more than 2,000 animation 
cels that were digitized and used within this video game adaptation of the 
blockbuster animated movie “The Lion King.” This 24-meg cart will feature 
all of the characters and some of the music from the movie, packed into ten 
levels and two bonus stages. 
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At the start of the game, players will control Simba as a lion cub. As the 
game progresses, Simba will learn new skills as he grows from a cub. By the 
end of the game, he will be an adult lion with the power to confront his 
Uncle Scar. 

This game’s graphic effects look fabulous, especially during the stampede 
scene, when the gamer must help keep Simba from being trampled. Just as 
in the movie, the panicked animals seem to run right at you. 

“The Lion King” marked the 32nd animated feature from Disney, and is 
the first completely original animated story from the studio. The film tells 
the story of lion cub Simba who loses his father Musafa—the beloved king 
of the jungle—because of a nefarious plot by his evil Uncle Scar. Simba 
wanders the African deserts in shame and guilt until he meets a wise old 
baboon named Rafiki who helps him gather the courage to return home to 
confront Scar and claim the throne for himself. 

Like Disney’s Aladdin video game, The Lion King is suitable for Disney 
fans of all ages. 


In this sequel to the popular Aero the Acro-Bat game, gamers will help Aero 
travel in a Magic Box through seven worlds and more than 30 levels. 

What Aero doesn’t know (at least not yet) is that the Magic Box is being 
controlled by the evil Edgar Ektor. If Aero wants to survive the worlds, he 
must use his new acrobatic moves. He now has the ability to drill, spin, slip 
and slide, twizzle, grab onto objects, juggle, perform handstands and much 
more. Twizzle? Well, you've got to be there. 

Aero’s arch enemy, Zero, will also be appearing in his own video game 
adventure, called Zero the Kamikaze Squirrel. Other Super NES titles 
coming from Sunsoft include Porky Pig’s Haunted Holiday, Sylvester & 
Tweety, Looney Tunes Basketball and Scooby Doo. 


What do you get when you mix Mortal Kombat, Clay Fighter, and the Sta- 
Puft marshmallow man? We have no idea, but we suspect it might look 
something like Ballz. 

Accolade has created a comical, yet rather intense fighting game that’s 
unlike any other. Ballz features a group of 3-D fighters made up of tiny 
spheres. These fighters compete in a large fighting arena. Each of the 16 
unique fighters has more than a dozen special fighting moves that they can 
use against opponents. 
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For example, the ballerina Divine can grab and spank her opponents; the 
gorilla Yoko can swing and backflip from virtual trees, and the sumo 
wrestler Tsunami can belly charge, karate chop and perform somersault 
kicks, landing on his opponent’s head with a massive thump. 

The victor in a two-player game can direct the instant replay feature from 
almost any camera angle, including overhead. 

In addition to the simple, yet exciting graphics, this game has a cool 
Japanese rap music soundtrack. As a one- or two-player fighting game, this 
cart offers non-stop action that’s challenging, exciting, rather humorous 
and very different from other fighting games currently available. 


a 


Pardon our language, but the big question about this game is: Does it suck 
or not suck? 

Put your hands on those very unappealing couch potatoes Beavis and 
Butt-Head themselves, as they attempt to secure tickets to see Gwar, their 
favorite heavy-metal band. 

The graphics of this game look very much like the animated TV show, 
which isn’t much of a recommendation but at least it is true to its source. 
Even the sound effects from the TV series have been incorporated, so you'll 
hear Beavis and Butt-Head laugh and say some of the phrases they’ve 
become famous for. 


First there was Clay Fighter, a totally wacky fighting game that used a process 
called Claymation to create a group of bizarre characters that had special 
fighting powers and capabilities. In the sequel, Clay Fighter: Tournament 
Edition, these characters received new fighting moves and were able to 
move a bit faster on the screen. 

In C2: Judgment Clay, the programmers have totally revamped the entire 
game, adding new characters, new moves, ten new fighting backgrounds, 
even faster game play, and vastly improved graphics and sound. Each 
character can even perform “Claytalities” (Claymation versions of Mortal 
Kombat’s Fatalities) and Super Attacks. Of course, they also incorporated the 
visual humor that made the first two Clayfighter games popular. 
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Using a graphic development process called “Animotion,” a new character 
based upon a common earthworm was created and animated on the Super 
NES screen using more than 6,000 individual cells. 

This game’s lineage is first class: it includes some of those who worked on 
Disney’s Aladdin for the Sega Genesis. An earthworm named Jim has 
discovered an indestructible cybernetic suit which gives him super powers. 
Jim has also been armed with a powerful plasma gun. Life was good for Jim, 
until his girlfriend, Princess ‘What’s-Her-Name’ was kidnapped by the evil 
Queen ‘Pulsating, Bloated, Festering, Sweaty, Pus-Filled, Malformed Slug- 
for-a-Butt.’ 

Now, Jim must blast his way through 20 colorful levels filled with enemies 
and obstacles. There are even several 3-D stages that are totally awesome. 

Playmates Interactive plans to develop a toy line based upon the 
Earthworm Jim characters, and a deal has already been signed for an 
animated television series. 


In the same classic fantasy adventure genre as the Zelda series and “Secret 
of Mana” games, this new cartridge provides in-depth game play with 
advanced graphics. 

Players control the character Will, the heroic teenager who is also the 
sole survivor of a dangerous expedition that mysteriously led to the 
disappearance of his father. “Illusion of Gaia” sends players on a mythical 
journey as Will uses his telekinetic powers to search for clues and symbols 
that will lead to the whereabouts of his father. Explore the Great Wall of 
China and the Tower of Babel while avoiding the Chaos Comet which passes 
the planet every 1,000 years and turns harmless animals into evil monsters. 
The game features a huge world map and numerous characters who 
provide the clues. 

The game includes a battery backup to save the progress of the game. 


Absolute Entertainment has taken elements from the popular martial arts 
fighting games and has created a fighting game with a science fiction twist 
and exceptional graphics. Rise of the Robots is a battle in which a group of 
high-tech, three-dimensional robots compete. 

This game’s artificial intelligence allows for unlimited fighting scenarios 
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as enemies actually learn from their own mistakes and exploit your every 
misstep. Gamers control an experimental cyborg, half-human and half- 
machine. Your goal is to destroy the Supervisor’s army of robots, each of 
which has it’s own powers and capabilities. 


Star Trek fans have several Super NES games designed just for them. 
There’s Star Trek: The Next Generation from Spectrum Holobyte, Star 
Trek: Deep Space Nine from Playmates, and Star Trek: Starfleet Academy 
from Interplay. 

Star Trek: Starfleet Academy is basically a flight and Starship Bridge 
simulator that allows gamers to take command of one of three different 
Federation Starships and experience training flights and missions. Some 
missions will be peaceful, and require exploration or scientific research, 
while others will require you to take command of a Starship and battle 
against the Federation’s most powerful enemies. Many of these ship-to-ship 
battles are displayed using polygon graphics. Throughout the game, you'll 
see appearances by popular Star Trek characters, like Captain James T. Kirk. 


From way back in the dusty prehistory of video games comes an update to 
one of the most popular video games of the early-1980s: Pitfall, which 
featured a guy exploring a jungle filled with bottomless pits. By jumping 
and swinging from vines, this guy had to avoid falling into the pits, which 
often appeared and disappeared right before the gamer’s eyes. 

Activision has taken the original Pitfall game and has updated it with the 
very latest graphics and sound to create an all-new and exciting adventure 
that’s both fun and extremely challenging. In Super Pitfall: the Mayan 
Adventure, gamers assist Harry Jr. as he explores the rain forests where an 
ancient civilization known as the Mayans once lived. 

The graphics for this game were created by the animation house that 
produced the movie “FernGully.” In all, gamers will experience more than 
a dozen levels filled with 25 different types of enemies. 

Another of Activision’s upcoming Super NES titles is Radical Rex, 
which stars a young dinosaur dude who skateboards through ten levels of 
colorful challenges. 
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Ten years after the first mega-boxing hit first arrived in the arcades and 
seven years after it arrived on the Nintendo Entertainment System, an 
updated Super NES boxing game bursts its way onto the scene. Long gone, 
of course, is discredited former champ Mike Tyson, but the original concept 
is still in place. Help your character fight his way past 16 different, 
sometimes comical, opponents, including the washed-out old-timer Gabby 
Jay, the monstrous lumberjack Bear Hugger and the martial arts expert 
Dragon Chan. 


This new game, created by the same team behind the “Ken Griffey Jr. 
Presents: Major League Baseball,” is the first video game to offer the player 
the chance to use any of three different controllers: the Super NES 
controller, the Super NES Mouse controller and the Super NES Super Scope. 

Against the backdrop of the Wild West, players aim and shoot at various 
threats to Tin Star, a humorous robotic sheriff. 


Following in the footsteps of Nintendo’s most popular puzzle games, like 
Tetris, Tetris 2, Dr. Mario, and Yoshi’s Cookie is this new 16-bit challenge 
called Wario’s Woods. 

Players will take control of Toad, a character from Super Mario Bros. 2, 
as he protects the forest from the evil Wario, who tosses monsters into the 
forest. Your job is to quickly stack up the monsters and then use bombs to 
blow’em to bits. Wario’s Woods is a fast-paced, one- or two-player game 
that has more than 100 levels that become increasingly more challenging 
as you play. 


Super Nintendo 
Entertainment System 
Hot Hits 


An intense, face-hugging and stomach-churning challenge. The Aliens 
trilogy is one of our all-time favorite creepy movie series, and the game series 
that followed is also among the most intense and best designed we’ve seen. 

Ripley, you will remember, is the intrepid explorer for The Company who 
has survived two awful encounters with the murderous Aliens. She is 
returning—in suspended animation—in her spaceship Sulaco when 
something goes wrong and the craft crash-lands on the Fiorina 161 penal 
colony. She is the only survivor; the only human survivor, that is. 
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By this time Ripley is pretty suspicious about The Company—she thinks 
they want to use her to import Aliens to Earth where they can use them to 
take over. Guess what? She’s right—and the battle moves from space to the 
surface of the penal colony. 

There are two main types of nasties: your basic Alien who wants to drool 
its acid blood all over you and melt you down into a pool of glop, and the 
Face Huggers, which are parasitic creeps that want to take over your body 
to serve as a farm for more Aliens. You are Ripley, one very tough space 
woman. Your mission is to destroy each and every Alien and rescue as many 
humans as possible. 

Warning: This is not a kinder and gentler game. And, for you purists, 
another warning: This game does not follow the story line of the “Aliens 3” 
movie in one essential element. The third movie in the series takes place on 
a prison planet and Ripley must defeat her alien attackers completely 
without use of weapons. No such limitations are presented in this game; 
there’s an awful lot of shooting going on. 


POWER PLAYER HINTS 

The Xenomorph (literally, “strange body”) aliens are believed to be the 
most highly evolved killing machines ever encountered; even the babies can 
suck the life out of you. 

The first stage of creatures hatches from the egg pods of the Alien Queen 
and run around on spidery legs. These are the Face Huggers. If they can 
grab hold of a human or other host, they will plant an alien parasite within 
and then die. 

Alas, though the Face Hugger is dead, the parasite within the host starts 
to grow. Eventually it is too large for the host and bursts out. The second- 
generation chestbusters are fast and aggressive and kill by spitting acid; 
listen for the hissing sound before they spit. 

The third stage is developing aliens, who are deliberate hunters. They 
stay low to the ground or hide behind doors or other obstructions, waiting 
to pounce. 

Fully developed aliens, the fourth stage, can attach to walls and ceilings 
and attack from any angle. 

We wouldn’t recommend attempting to make friends with any of these 
guys; each is worse than the one before. But if it will help you with your 
strategy, here is the color code: 


First Generation (Face Huggers) Dark Grey 
Second Generation (Chestbusters) Dark Blue 
Third Generation Dark Green 
Fourth Generation Blood Red 


Super Nintendo Entertainment System Hot Hits 45 


And, of course, there is the Alien Queen, the source of the babies. If she 
can be destroyed, the aliens cannot multiply. She can be found in the 
Central Power Generator of Fiorini 161. 


SECRETS OF THE PROS 

Queen for a Day. The recommended procedure to destroy the Alien 
Queen is to stun her and then attempt to crush her in the pistons of the 
power generator or bury her in molten lead. 

Door Number Three. Open doors by walking into them and pressing the 
Up arrow; you may also need the blowtorch to unseal some of them. 

Crawl of Fortune. You can also explore the prison complex by crawling 
through the air ducts; be aware that aliens may live within them, too. 

Lifestyles of the Creepy and Famous. If your radar indicates that there is 
a creepy creature hidden on the other side of the door, plan your course of 
action first. One strategy is to launch a grenade or toss a hand grenade at 
the door and immediately switch to the machine gun or flame thrower. The 
grenade will open the door and you can start shooting immediately. 

The Low Down. Always crouch when you aim for a Face Hugger and 
other small Aliens; most are just below the aiming point of your weapon if 
you fire while standing up. 

This’ll Burn You Up. Don’t grab fuel canisters for the Flame Thrower 
fuel until you really need them; you cannot store extra cans. 


Meow! Batman is in for a hair-pulling, back-scratching time when he comes 
up against the ferocious feminine feline, Catwoman and her friend, the 
pusillanimously predatory pillager, Penguin. 

Batman Returns is a dark, gritty and realistic video simulation of the dark 
sequel to the first Batman movie and follows the story unusually close for a 
video game. It is also one of the more intense games—despite the presence 
of other-worldly creatures like the Penguin and Catwoman and menacing 
clowns and jugglers of various descriptions, the backdrops are real enough 
to make you feel as if you are controlling characters in a movie. 

This game is pretty close to the state-of-the-art in punch-and-kick games, 
with excellent response and some stunning graphics. It also includes a few 
bars of the movie’s familiar theme and even a fleeting digitized image of the 
movie’s star, Michael Keaton. 

We'd award this game a higher score on the Fun Meter, except for the 
unrelenting violence of the game. Batman (and his fans) could use a bit of 
a break every once in a while. 
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It turns out that the bad guys are the henchmen of The Penguin. A bit 
later they are joined by Catwoman, a mild-mannered girl who was 
transformed into a bitter and dangerous foe by an unfortunate run-in with 
yet another Gotham bad guy (they seem to run pretty thick in that fair city). 


SECRETS OF THE PROS 

Giving the Bat Nine Lives. It only seems fair, since that’s how many the 
Catwoman seems to have. Here’s a two-controller code that uses the famous 
(and almost always useful) Konami code. 

When the title is on the screen, choose Options and press Start to display 
the Options Menu. On Controller 2, enter the following keys: Up, Up, 
Down, Down, Left, Right, Left, Right, B and finally A. 

If you’ve done it correctly, you will hear a few notes of music. Now switch 
back to Controller 1 and choose the option marked Rest. You will find a 
fourth choice of 9 lives. 


Move over, Sonic. Watch your back, Mario. There’s a wiseacre bobcat coming 
through! Like the very best of video games, this is one very strange, 
wonderful and almost indescribable experience. The designers at Accolade 
set out to invent their own electronic super-hero, someone in the class of 
super-speedster Sonic the Hedgehog on the Sega Genesis machine or mega- 
adventurer Super Mario Bros. on the Super Nintendo Entertainment 
System. Just to make things interesting, they added a delightfully warped 
sense of humor and a totally unbelievable and engaging science fiction story. 

There’s a fluffy tale that involves something about the planet Rayon, 
home of the Woolies and lorded over by its twin queens Poly and Ester. The 
Woolies have an absolutely unquenchable desire to collect yarn, and they 
will search it out anywhere and everywhere. And guess where they find a 
huge supply: on Earth. More specifically, in the backyard of one bodaciously 
bad bobcat by the name of Bubsy. And the silly battle begins. 


POWER PLAYER HINTS 

Free Bobcat to Loving Home. At the start of Chapter 2, run to the left 
and jump off the cliff. Glide as far as you can to the right, holding down the 
Right arrow and you will come to a 1-Up. 

Hit the Middle. Be sure to hit the mid-level markers: large exclamation 
points about halfway through a chapter. When they are struck they will 
change into a spinning red yarn ball with Bubsy’s face on one side. More 
importantly, if you lose your life after this point, you will resume the game 
at the mid-marker instead of the start. 
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Hit the End Even Harder. Hit the end marker at top speed; the faster you 
are running the more yarn balls are released. 


Your basic high-tech tin can with nuclear fission thrusters, an ionized 
indestructoid shield and more enemies than you could shake a Zithigoth at. 
The elite 95th Brigade of the mechanized marines is on full alert in 
quadrant nine, and you are the lucky winner of an all-expense paid tour of 
duty as commander of a Cybernator G5-E, an outerspace war machine 
shaped like a gigantic metal robot. You’ve got your Three-Peater Enemy 
Eliminator, your Knucklizer, your Ionized Indestructoid Shield and your 
Super Stompers. 

There’s a story in there somewhere—something about a battle with the 
forces of the Axis powers. Your response: Shoot at anything and everything. 


POWER PLAYER HINTS 

Safe but Unrewarding. You can scoot through the first level easily by 
repeatedly pressing the B button (a turbofire controller will be very helpful 
here). You won’t be able to collect any Power-ups, though. 

Green with Power. In Level One, save your ammunition when you are 
confronted with the green robots; use your punch instead. 

Run for Your Life. When you enter the lower section of Level 3, put on 
your running shoes and fly past the overhead lasers. This is not the place to 
stand and fight, nor is it terribly healthy to walk through at a leisurely pace. 

Hot Shot. In the battle with the flaming machine that stands guard 
outside the engine area of the Arc Nova, aim at the retractable arm first and 
then move on to the body itself. Hang in there and keep firing; when the 
machine is gone, fly up and aim Vulcan Shells at the three engine pods. 

Don’t Blow the Hatch. Deep within the Arc Nova be careful with the use 
of your Vulcan Cannon; an errant shot can easily set off an explosion in the 
missile bay beneath your feet. 

Shield Me. Your shield can only be safely deployed when you are 
standing on solid ground. And be aware that enemies will still try to shoot 
behind or under the shield. 

Zzzzzz, Smash. The only weapon we know of that is powerful enough to 
grab the attention of the Mega Machine boss at the end of the complex is 
the laser. 


SECRETS OF THE PROS 
Politically Incorrect. Hidden in the game is a highly destructive weapon 
called Napalm, available to the careful and skillful player. 
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The first step requires quite a bit of self control: You’ve got to go through 
the first level without shooting at anything, all the way to the first boss. Now 
you can fire away, but in destroying the boss you've got to avoid hitting 
either of the side guns. If you do this properly, you will end up with a neat 
2,800 points. You now have the Napalm weapon, but you will lose it if you 
do not make it through the second stage and destroy the second boss; if you 
can dispatch big enemy number two you will be able to continue and hold 
on to Napalm from that point on. 

Six-Pack. The normal number of available credits in this game is 3; 
here’s the key to doubling the fun. 

At the title screen, watch for the Konami logo to come and go. As the 
demo begins, press and hold the L and R pads and the Up arrow and then 
press and release Start. Keep the other buttons pressed and wait for the title 
screen to appear; now press and release Start again. Once again, don’t let 
go of the other buttons. When the Game Start screen appears, press Start 
one more time and release all of the buttons. Play the game into the second 
level and earn your half-dozen. 

Because not all machines or cartridges or players are the same, here’s an 
alternate route to the same destination that may work on your system. At the 
title screen, highlight Option and then press and hold Up, L and R and 
then press Start to begin. 


Lemmings are small mouse-like rodents that live in Northern Europe. For 
reasons that scientists don’t fully understand, when their population 
reaches a certain level, the entire society begins a mass migration. They walk 
over, under and across anything in their path. Anywhere the guy in front of 
them goes, they will follow; sometimes they will walk into the sea and drown. 

There’s a lesson in life here: Don’t be a lemming. Make your own 
decisions. Just because the guy in front of you walks off a cliff (or uses 
drugs), that doesn’t mean you have to follow him to destruction. 

Enough with the lecture. Lemmings is a very strange and very enjoyable 
game that is very hard to describe. Think of this game as an electronic ant 
farm, or Populous with silly rodents. 

Your goal is to act as a Supreme Being, bestowing special powers and 
creating situations where your people, er, lemmings can save themselves 
from destruction. Use Blockers to stop the flow, use Builders to construct 
bridges and use Diggers to make tunnels. 

You will advance through the 125 amazing levels of the one-player game 
based on successful rescues; the two-player game presents a frantic head-to- 
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head competition. We are especially fond of the music and sound effects of 
this game, which was translated from a PC version to the Super NES. 


INTRODUCING THE LEMMINGS 

Basher. Select him and let him plow right through any obstacles in his 
way. Once he has bashed through, he is no longer a Basher. Note that not 
all obstacles can be bashed. Bashers keep digging until there is nothing left 
to dig. 

Blocker. Select him to stop the onward progress of Lemmings. 

Bombers. Five, four, three, two, one: Boom! Away with obstacles and 
even parts of the playing field. He will not harm other Lemmings. 

Builder. He'll build a ladder-bridge at an upward diagonal, in the 
direction he is facing when selected. He'll quit after 12 steps, though. A 
builder will also stop if he hits a solid object or if he hits his head. 

Climber. Up, up and away: Once he has been selected, he will climb 
anything in his path. The Lemming will always want to climb—if you ask 
him to dig for a while, he will do so, but will go back to climbing when the 
job is done. 

Digger. He’ll bore a hole straight down through most obstacles. 

Floater. Those other Lemmings may crash to their deaths when they go 
over a cliff, but floaters, well, they float. You must select the Lemming 
while he is falling. Like Climbers, Floaters will keep their character for the 
entire level. 

Miner. He’s a Digger who digs down on the diagonal in the direction he 
is facing when selected. Both Diggers and Miners will keep digging until 
they cut through an earth layer, after which they fall through the bottom. 


POWER PLAYER HINTS 

Give Up. If you are hopelessly behind in your efforts and want to give up 
and try again at the same level, select the Lemming Bomb to clear all of the 
little guys from the screen. Note that the Lemming Bomb is different from 
the Bomber lemming, whose explosions will not hurt his fellow critters. 

Watch the Clock. It is possible to run out of time before all of your 
Lemmings have even been released onto the screen. You may need to 
increase the speed of release. 

Blow a Hole. Bombers can be used instead of Diggers. To place a bomb 
very carefully, turn a Lemming into a Blocker at the place you want to 
destroy. Then select that Blocker and make him into a Bomber. 

Once a Blocker, Always a Blocker? Not at all. A Blocker can be turned 
back into a Walker if you remove the ground beneath him. 

Not Always a Blocker. If you are short of Blockers to hold back your 
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lemmings, try using a Digger or a Miner followed by a Bridge-Builder. This 
will create a hole that will stop the flow of little guys. 


SUPER SECRETS 

Sounds Good to Us. At the title screen, press and hold Select and then 
press Start to display a hidden Options and Sound Test screen. 

What’s the Word? Here are more passwords than you could ever want: 


FUN TRICKY TAXING MAYHEM 


Level 1 MGQZMG PQFPTBP XNMTWVDG 

Level 2 MJDVLXT LXSFDX HPLHRXL KDTJQQRB 
Level 3 ZBHPRLQ ZRVXBW CPZRSRV VNTGWRBQ 
Level 4 GWSXMHK NKVKRT SMSWSPW SQDLCRRB 
Level 5 NCDKKWG GJWDHM DXCQKRX JHQTCPDG 
Level 6 CKWDRKV DJCQQZ MDGMJLD RQXNVNPT 
Level 7 HCBSMGVY JHSVCQ WZWSDMX CBWMMLGL 
Level 8 JBKZQGS | RCHFGN HZBCFQM LCVDQWLN 


Level 9 MMDMKKX BJWVRC SPRPVHR KDHWTJLQ 
Level 10 SKFKNNB RFPZFB  BWCBKXJ GVNKKJLJ 

Level 11 LXNLJCP  JKJBRM WRFVJDL DXCDGNHQ 
Level 12 MTPCTNP MZDCDT GGBCXXS GWJTPLWC 
Level 18 PCLSRCP ZVMQKX TTXQXQL LNZNHWMB 
Level 14 KPMDGXZ ZZRHJP DCBBWNH MZXZKZCL 

Level 15 TLVKLSW JFLKJP è WCBLDQX RWLTTCQX 
Level 16 HMHRSDR JQXRNG PFVFXCR LGJCRKMJ 

Level 17 MFLFHSH WFVHQQ NKVCKDN SQXKBZNT 
Level 18 QXPKCHB KWVBVJ QPDDJFB WXTBWCBP 
Level 19 MWRTLNR TTKLKZ QBGBPSW NPKNRKVT 
Level 20 GMXCWPS NNFFQP JLXJWNW PZQWRGPV 
Level 21. KBXNLPB ZNXBKM RF DZTHVNLP 
Level 22 DVJJBGM QSLQWT WCLJNNK RMDTBFQJ 
Level 23 LGSSCZL  BGFVMF LVFHHMM FCSLSPKR 

Level 24. MVGDKVX PQZWDK MHNNCPG RNHQXVMM 
Level 25 LSQHCQS SBCMSJ RNMKXLP LIGNDXHS 
Level 26 SXROMVR BDGQRN XZZSDDN  LHLTDDVX 
Level 27 PMOQJPMX XPPBQW BBISGZC HCBBKHVL 
Level 28 DHBPTWQ JHQSPR  LXFLJPX MWLGVQJH 
Level 29. BCXLWVV GCLKJM QKZVKFT GSPQCRQQ 
Level 30 FXWBBSL SRWGXZ WFCSHNT ZITGRFHM 
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Sunsoft Skill Level 


Level 1 TPCWFMP 
Level 2 WSJCLDX 

Level 3 PVNRCMV 
Level 4 HZSQQNV 
Level 5 KCGHCNC 


M-I-C-K-E-Y spells lots of relatively gentle fun for young players. 

Golly! Pluto has disappeared, and it is up to our favorite fearless rodent, 
Mickey Mouse, to find him. 

Mickey discovers that the evil Emperor Pete has kidnapped Pluto and is 
keeping him in his castle. What’s more, Pete has cast a spell over the entire 
kingdom and everyone—and everything—seems to be chasing Mickey at 
every turn. Mickey has to bop bees by jumping on them and then grabbing 
them and spinning them out of sight; other enemies must be dispatched 
with magical spells or other tricks. 

This is a very playable game, with an easy setting that should entertain 
beginning video gamesters and a hard mode that should challenge the 
more demanding. 


POWER PLAYER HINTS 


Get a running start before jumping for greater distance. 

Along the way, Mickey will come across three special costumes that will 
help. When he finds one, it will appear in one of the Costume Boxes at the 
lower-left corner of the screen. To use one, use the L or R pads to highlight 
one and then press the A button. 

Wizard’s Costume. When he wears it, MM has tremendous magical 
energy. Press and hold the Y button to charge up the energy meter; the 
longer you hold it down, the more powerful the magic will become. 
Release the button to unloose a bolt of energy. Each time the magic is 
used, the magic meter will hold less power. You can collect magic lamps to 
restore the meter. 

Firefighter’s Costume. When he wears the red helmet and boots, Mickey 
can unloose a powerful stream of water from the firehouse by pressing the 
Y button. The water is strong enough to knock down enemies and even to 
move some blocks. Find fire hydrants to restore the water supply. 

Mountaineer’s Costume. Think of it: a mountain-climbing mouse! To 
scale a cliff, Mickey has a few extra special control pad buttons for throwing: 

Throw the rope upward. Press Up and the Y button. 
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Throw the rope left or right. Press Left or Right and the Y button. 
Throw the rope on the diagonal. Press the Y button. 

When the rope is attached to a block or wall, Mickey can climb or swing: 
Climb the rope. Press Up. 
Swing. Press Left or Right while attached. 
Release the rope. Press Down, or press the B button. 


A classic adventure/fighting game about a classic time. 

Remember that guy Aladdin? He had it pretty easy, if you ask us. The real 
tough job lies ahead for the Prince of Persia, the hardest-working 
swordsman since your Uncle Joe tackled the family turkey last Thanksgiving. 

It seems that while the sultan of the kingdom of ancient Persia was off on 
a little expedition, his most trusted confidant, the Grand Vizier Jaffar, made 
his move to take over the place. 

Jaffar, of course, begins by kidnapping the princess who he plans to 
marry—after he has killed the sultan, of course. The princess, though, is in 
love with another young man who is determined to free his love, free the 
kingdom and become the Prince of Persia. 


POWER PLAYER HINTS 

First Things First. Start the game by immediately searching for something 
to defend yourself. Doesn’t everyone keep a sword in the basement? 

Jump and Grab. You will have a hard time launching yourself across 
openings of three tiles, but you can give yourself a hand: Keep your finger 
on the B (jump) button while you are in midair and you should 
automatically grab hold of the tile as you land in the gap. Then press the Up 
arrow to pull yourself up, and press Down to gently lower yourself—if there 
is a place to lower to. 

Those Secret Rooms. We know of at least three hidden rooms in this game. 
The first one can be found in Level 10. (Use one of the passwords to get 
there, if you must.) Head two rooms to the right and then go up three 
rooms to a place with a skeleton on a ledge in the middle of the screen. Go 
to the lower-left corner, face the wall and press and hold the Up arrow and 
you will grab a hidden ledge. Pull yourself up and run to the left to come to 
a hidden room with a Cure-All potion. 

In Level 16, go three rooms to the right and then up two rooms. Defeat 
the guard you find there and then jump off the right side of the platform; 
as you fall, press and hold the X button to grab a hidden ledge at the top of 
the room below. Keep the X button pressed and then touch the Up button 
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to climb back into the room where you met the guard and now run to the 
right to enter a hidden room. Here you will find a Teleporter potion that 
will take you further into the level. 

The third hidden room is just after the entrance to Level 17. Head two 
rooms to the left and look for a place with a crack in the ceiling. Face to the 
left and jump up and through the crack to a hidden ledge. Press Up to 
climb up and through a dark room. When you finally get through the room, 
head to the right for a hidden room with a Healing potion. 


TOP SECRET 
Flying Passwords. With these codes, you don’t even have to bother 
playing the game. NOT! 


Level 1: BRNGBB9 Level 11: 7F39R1B 
Level 2: MRG5L2X Level 12: H9TZD8N 
Level 3: B6+TWNN Level 13: TTXF+9V 
Level 4: 9Z3NRDX Level 14: H+KX3L7 
Level 5: LQHWTVR Level 15: GZ9MRZJ 
Level 6: CGKDBZ2 Level 16: 84CPBC6 
Level 7: TH4Q++B Level 17: QONL2PV 
Level 8: VXPNBY2 Level 18: 4Q7TMHJ 
Level 9: QLL!WHR Level 19: QHJG!Q7 
Level 10: HWB93WX Level 20: H8J12+Y 
What? More Codes? Here is an alternate set: 

Level 2: VW5J+9B Level 12: M8Q8LJZ 
Level 3: BHTRBX4 Level 13: BYP8W+D 
Level 4: VHB7DV9 Level 14: 97PZLPZ 
Level 5: 3N9N37X Level 15: YMF2L1! 
Level 6: MGMGTC9 Level 16: 8CZFWB5 
Level 7: LPC1+H2 Level 17: 7L1GS4C 
Level 8: CPMQOTQG Level 18: Z35Q9LC 
Level 9: BQIV+2L Level 19: Q95YEFJC 
Level 10: 951C3ND Level 20: 86W3MY5 


Level 11: 3KJ9+LD 

Secret Sounds. Start the game and then press and hold the Start button 
and press Select. You will be able to choose any of 34 sounds using the arrow 
keys; press A to play the tune. 


2 
a 


Beep Beep! Well, you see there’s this bird. He’s a Road Runner and he’s not 
much of a flyer, but he’s a heck of a runner and he’s pretty smart. And then 
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there is this varmint, a guy by the name of Wile E. Coyote, who is forever 
trying to come up with complicated ways to trap the bird. The more 
complex the contraption, the smarter the solution by the Road Runner. (If 
he’s so smart, though, why doesn’t he move to another desert. Or maybe a 
tourist island in the Caribbean?) 


POWER PLAYER HINTS 

They’ve Got it Wrong. The instruction manual, on page 5, misidentifies 
the way to engage Turbo Speed. The proper method is to press the Y button 
together with the left or right arrow. Be sure to check the gauge that 
appears at the top left corner of the screen to see how much turbo power 
you have available; you can refill the meter by picking up birdseed. 

Easy on the Gas. To save birdseed, tap on the Y button for a burst of 

turbo speed instead of holding down the button. 

Shorten the Wait. Press the X button to shorten introductions to the 

levels of the game. 

Engineering 101. Study the blueprints for hints on how to destroy 

ACME contraptions. 


SUPER SECRETS 

Zippity Splat. That means 75—count ‘em—75 lives! Here’s the clue: 
When the title screen is displayed, press and hold the Left Arrow, Select, the 
R Pad, Yand Start. Keep your fingers on the buttons and wait for the screen 
to display the message, “Zippity Splat.” Now press the X button. The game 
will begin, with a whole bunch (75, actually) of extra lives in reserve. 

Splatty Zip. To defeat the catapult, put the Road Runner on the second 
floating platform—the one closest to the catapult. When the large rock 
touches the platform, walk off the right side. Land three solid pecks on the 
catapult and then run back to the top of the hill. Repeat the maneuver until 
the catapult is destroyed. 


Announcing the ultimate accessory for your Super Nintendo: an ant farm! 
Here’s a fun simulation worth putting out your feelers for. 

SimAnt is another in the marvelous series of edutainment products from 
Maxis which allow players to design and operate their own environment. 
(Other games in the series include the wonderful SimCity and its cousins 
SimEarth and SimFarm; Maxis also offers an interesting simulation of a 
railroad business called A-Train.) 

In the game, you are the central intelligence of an ant colony, leading the 
black ants in their quest to survive and then little by little take over the 
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house and drive out the humans who live there. You will battle against 
enemy red ants, ant-eating spiders, careless human feet, murderous lawn 
mowers and more. 

We have no idea why, but most people find ants to be downright 
fascinating. The game and the thick manual include many tasty tidbits. 
Here’s our absolute favorite: “The combined weight of all the ants on earth 
is greater than the combined weight of all the humans on earth. 
Considering that it takes approximately 500,000 ants to add up to one 
pound, that’s a lot of ants.” (We couldn’t help but wonder who counted and 
weighed them, either.) 

The game includes a built-in tutorial that explains most of what you need 
to be the leader of the ants. After that, you can play a Full Game in which 
the goal is to take over the house and beat off all of the red ants in the yard, 
or you can play a Scenario, which sets up strategic battles against red ants in 
each of eight levels. You are represented on screen by the Yellow Ant. 

SimAnt is also one of the few Super Nintendo games that can be used 
with the standard controller or with the Super NES Mouse; using the mouse 
gives a bit more control. 


ABOUT THE YELLOW ANT 

The Yellow Ant is the intelligence of the ant colony. Under your control, 
the Yellow Ant can dig tunnels, locate food and bring it back to the nest, 
blaze trails for other ants to follow to food and lead ants to battle. 

To direct the movements of the Yellow Ant, move the cursor to the place 
you want it to go and press the A button. To send the ant into the nest, move 
the cursor to the nest entrance and press the A button; to send the ant to 
the surface, move the cursor to the nest exit and press the A button. 

To dig tunnels you must be in the Nest Close-up view. Move the cursor 
across a dirt area and press the A button; the Yellow Ant will dig its way to 
the cursor’s location. 

To pick up or put down objects, move the cursor to an object and press 
the B button; the Yellow Ant will move to the location and pick up the item 
there or drop whatever it is carrying. 

Other important assignments for the Yellow Ant include recruiting help 
in food gathering and preparing for war and waging war. 

Life Cycle. When the Yellow Ant dies, the next intelligent leader will be 
the next egg laid by the black queen; once the egg has hatched, a screen 
menu will allow you to choose whether the new Yellow Ant will be a worker, 
a soldier or a breeder. In certain circumstances in the Full Game, the new 
Yellow Ant will be a new queen and must dig a new nest and lay eggs to 
continue the life of the colony. 
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In a Full Game, the Yellow Ant has unlimited lives and will be born again 
as needed; in a Scenario Game you will be allowed only three lives per level. 


POWER PLAYER HINTS 
If you lose too many ants to an ant lion, build a wall of rocks around it. 


Don’t have a cow, man. Have a nightmare instead and laugh yourself silly. 
Do we really have to tell you that Bart Simpson is a gross, crude, annoying, 
wise-mouth? In other words, your basic little boy. Okay, man? 

Bart’s Nightmare is another stop in the series of very clever, extremely 
offbeat arcade adventures based on the animate television series, “The 
Simpsons.” The story of this game involves Bart’s chase after the wind-blown 
pages of his homework. Is he awake in a very strange place, or is he fast 
asleep at his desk? We can’t tell: Does Springfield usually have walking mail 
boxes, flying Lisa fairies and homicidal school buses? 

Another unusual thing about this game is the fact that it includes six 
levels that are very different in appearance and that make very different 
demands on the Super Nintendo control pad. If you’re a Simpsons fan, or 
even if you’re not, this is one fun dream. 


POWER PLAYER HINTS 

Simpson Rules. This game is nothing if not logical. Okay, well at least 

there are a few attempts at reality. Here are a few rules of the world of Bart: 
Frogs can jump and move in any direction, of course, but they 
cannot shoot seeds or blow bubblegum. 
Letting out a burp will clear the screen of enemies, but before you 
can belch you need to fuel up on soda; pick up the soda can bonus. 

Happy Dreams. Here’s a nice dream: a bunch of easy 1-Ups. Go through 
the yellow door to the Itchy and Scratchy level, and then head to the lamp 
that shoots light bulbs. Pick up the weapon near the lamp, and smash as 
many bulbs as you can to pick up free lives. 

Pro Strategies. The only way to beat this game that we know of is hard 
work and skill; in other words, we’re not sure Bart could beat his own game. 
(You might, though, want to check out the Game Genie codes elsewhere in 
this book.) In any case, the real key to success includes a lot of sleep: Be sure 
to collect as many Zs as you can in Windy World. 

One way to boost your Z capacity is to widen the Z meter using this tricky 
trick. Start by completely depleting your entire collection of Zs. When the 
screen begins to fade, quickly move to collect a pair of Zs from each end of 
the screen—the pros at Acclaim call them “anchor” Zs. Now as you fill up 
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your meter, it will hold more sleepy time. 

Never Like the Guy Much, Ourselves. Pop all the Krusty balloons you see 
to earn Bart 1-ups. 

Aargh! It’s Baby Sis. Press the R pad to scroll the screen to the right and 
trick Maggie into spitting out her pacifier. 

Keep Your Sunny Side Up. In the Temple you are going to want to scarf 
down as many eggs as you can, because they will give you 1-Ups. But you’ve 
got to act quickly or else pass the egg by. If you dawdle a vulture will come 
down and carry you off. 


gaming, whether or not you enjoy playing it. Want us to run that by you one 
more time, with a bit of explanation? Okay: Star Fox represents a significant 
step forward in video game technology, showing the way to the future for 
many challenges to come. It is also, at heart, a shoot-em-up that may or may 
not be every player’s favorite type of game. 

What makes this game unusual is its use of what is called “polygon” 
graphics. Here’s what that means: the typical way in which video games have 
been created is through use of something called “bitmap” graphics. A 
bitmap is a picture of an object constructed out of dots and stored in a 
library for use as needed. When Mario is needed, his bitmap is pulled from 
memory and the picture moved onto the screen. A bitmap can be quite 
detailed, but it cannot easily be changed. And, for example, if we wanted to 
show Mario’s back, we would have to have a separate bitmap of his back. If 
we wanted to spin him around, we would have to have several side views to 
display in a frame-by-frame rotation (like a cartoon) or we would have to 
fake the motion with some sort of a blur. 

Polygon graphics work differently. The computer is actually constructing 
the image each time it is displayed, using a detailed set of instructions that 
indicate shapes, dimensions and colors. As such, the computer can be 
instructed to calculate the effect of rotating an object, turning a design 
inside out, flying into and out of an object or even changing its shape. It 
takes a lot of computing power to perform the calculations necessary for 
polygon graphics, and the Super NES has the horsepower. Nintendo even 
added special graphic chips to the StarFox cartridge to aid in the process; 
the game was the first to use the Super FX chip to speed the process. 

Star Fox the game: There is a bit of a story, although it doesn’t really 
matter a great deal. It seems that the planet Venom has come under the 
dominion of Emperor Andross, who has converted it into a military base 
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from which he hopes to control all of the planets in the Lylat system. The 
defenders of Corneria dispatch their super combat ship the Arwing. 

The star of the game is a creature by the name of Fox McCloud, leader of 
the Star Fox Team. A handsome fox of a guy, he is accompanied on his 
mission by a trio of unusual furry friends. Falco Lombardi is no chicken, even 
if he does look like one from the neck up. Peppy Hare is a gentle bunny of a 
guy who’s a heck of fine pilot. And finally, there is Slippy Toad, one fierce 
frog. Although Fox McCloud does not directly control his wingmen, he will 
be called upon from time to time to help them get out of scrapes. 


TOP SECRET 

Draw, Pardner. When the game is over, you get to play. Look for the 
Continue screen and then break out your controller for a bit of fun and 
games with most of the elements of Starfox. Play with the order of buttons 
you push to get the most interesting effects. 

Controller 1: 

Left or Right Arrows rotate objects on the horizontal axis; 

Up and Down Arrows rotate objects on the vertical axis; 

L pad zooms in on object; 

R pad zooms out on object; 

X button stops rotation, and 

A button allows you to draw with the selected object. Press down 
to draw and release to clear the screen. 

Controller 2: 

Press Up, Down, Left, Right, Select, Start, Y or B buttons to change 
to a different direction. 

Secret Zone. Here’s the path to one of the hidden areas of the game. In 
this case, choose Course Three and clear the first stage to enter the Asteroid 
Belt. Steer past the ordinary rocks and garbage until you come to a pair of 
huge asteroids; you'll find that the left asteroid cannot be destroyed by your 
shots, but the right one will eventually yield to blaster shots or one or more 
of your bombs. When it is finally destroyed, an egg will pop out of it and 
change into a giant bird. Now comes the chase: fly after the bird and 
attempt to bump into it with your ship. If you can hit the bird, you will warp 
into the hidden zone, called “Out Of This Dimension.” 

This strange zone, full of odd effects, is ruled over by a slot machine as boss; 
you can win coins to improve your shield power. To find the Secret Ending, 
aim your shots at the slot machine’s arm until it shows a triple seven jackpot. 

Another Zone. The Black Hole is listed on the map, but you won't get 
there unless you find the secret warp. Start the game in Course One and 
enter the Asteroid Belt. About halfway through the stage you will come to 
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one, two and finally a third caterpillar creature; just past it is a revolving row 
of five asteroids. Shoot the orange asteroid in the center and fly through the 
gap it leaves. You’ll come to two more groups of asteroids. Do the same 
thing: shoot out the center rocks and fly through the gap. If you’ve done it 
all properly, you will see a strange, “Laughing Asteroid.” Fly right into it and 
into the Black Hole. You'll find many power-ups and warp rings that can 
bring you to many of the more interesting spots in the game. 


When it was released, Street Fighter II was among the most advanced games 
ever created for the home market, packing a near complete version of the 
coin-op game within its huge 16 megabits of memory. But before we go any 
further here, let’s consider a warning: This is a very rough-and-tumble, no- 
holds-barred kick, punch, shoot and stab game. There is no room for 
peaceful negotiations, and there’s not a policeman in sight. 

You are the World Warrior, against a dizzying array of street champs and 
chumps. The game features eight characters, each with his or her own fighting 
style, strengths and weaknesses, depending on the country of origin. The 
graphics are stunning, the sound effects amazing, the animation astounding. 


FIGHTERS 

Each of the fighters has special CLOSE ATTACK techniques that can be 
employed any time they can get very close to an opponent. To perform a 
Throw or a Hold, you must push your character against an opponent and 
then push the L pad. 

Each character also has at least one SPECIAL MOVE for use in battle. 
Special moves are very powerful, but very difficult to perform. Each move is 
begun by pressing a particular sequence of buttons in one continuous motion. 

Ryu. A lot of power in a short, small package. A disciple of master 

Sheng Long. 

Ken. The only other disciple of master Sheng Long, he is a real showoff 

who can sometimes amaze you with his talent. 


Special Moves for Ryu or Ken 

Fireball. An energy wave that drains most of a fighter’s energy; he will 
require a few seconds to recover each time he uses this special move. 
Down, Down/Right, Right. 

Dragon Punch. An almost unstoppable punch. Right, Down, 
Down/Right. 

Hurricane Kick. A wild, triple spin kick. Down, Down/Left, Left. 

Close Attacks 
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Shoulder Throw, Back Roll. 


Edmond Honda. A Yokozuna (grand champion) of Sumo wrestling, he 
is quick, powerful and 304 pounds in weight! 

Special Moves 

Hundred Hand Slap. His hands move so quickly they seem to blur. Press 
any punch button repeatedly and quickly. 

Sumo Head Butt. A short range blockbuster. Press and hold the Left 
arrow for two seconds, then press Right and any punch button. 

Close Attacks 

Shoulder Throw, Bear Hug, Knee Bash. 


Blanka. Half-man, half-beast, all fighter. 

Special Moves 

Electricity. He can channel up to 1,000 volts through his skin, a real 

shock to anyone who grabs him. Press any punch button repeatedly. 

Rolling Attack. He can tighten himself into a destructive ball that can 
cause a lot of damage, but if Blanka is hit while in a ball form, he will lose 
strength. Press and hold the Left arrow for two seconds, then press Right 
and any punch button. 

Close Attacks 

Head Bite, Double Knee, Head Butt. 


Guile. A former Special Forces soldier with a streetfighting attitude. 

Special Moves 

Sonic Boom. He whips his arms and hands so fast it yields a burst of 
energy that stuns anyone it hits. Press and hold the Left arrow for two 
seconds, then press Right and any punch button. 

Flash Kick. Similar to the Sonic Boom, it is let loose as Guile whips his 
feet in the air in the middle of a backflip. Press and hold the Down arrow 
for two seconds, then press Up and any punch button. 

Close Attacks 

Shoulder Throw (Ground and Air), Back Breaker, Knee Drop, Suplex. 


Chun Li. She stops most opponents first with her looks, and then with 
her kicks. 

Special Moves 

Lightning Kick. Sharp, quick and powerful. Press any kick button 
repeatedly. 

Whirlwind Kick. Where did she go? Oof! Press and hold the Down arrow 
for two seconds, then press Up and any punch button. 

Close Attacks 

Shoulder Throw (Air and Ground), Head Stomp. 
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Zangief. Totally fearless, which is about what you might expect for a 7- 
foottall pile-driving wrestler. 

Special Moves 

Spinning Clothesline. Learned from video wrestling star Mike Haggar as 
an offensive move, it can also be used to avoid fireballs. Press all three 
punch buttons at the same time. 

Spinning Pile Driver. A twist, a thump and a grind. Using the arrow keys, 
turn around 360-degrees and then press any punch button. 

Close Attacks 

Power Slam, Pile Driver, Back Slam, Back Breaker, Alley Oop, Head Bite, 
Stomach Pump. 

Dhalsim. Skinny as a rail, he’s barely there, although his opponents will 
know he’s around when he channels his Yoga powers in battle. 

Special Moves 

Yoga Fire. A mystical ball of flame. Down, Down/Right, Left. 

Yoga Flame. A cloud of flame useful in close encounters. Left, 
Down/Left, Down, Down/Right, Right. 

Close Attacks 

Yoga Nugie, Arm Throw, Head Butt, Spinning Attack. 


POWER PLAYER HINTS 

Don’t rely entirely on your offensive power; master the Back Defense and 
Defensive Crouch to block attacks. 

Your special moves are powerful, and may end a match. They do, though, 
leave you vulnerable to counterattack when you let one loose. 

Stop a Fireball with a Fireball of your own. 

Practice your special moves and all other actions by playing the game at 
Level 0 before beginning a more challenging match. 


SUPER SECRETS 

There are some hidden special ending screens in the game that are only 
revealed to superior fighters. If you manage to make it all the way through the 
game in a single-player competition without swapping characters or using any 
continues (yeah, right...) all of the characters and bosses will rise from their 
hospital beds to appear on screen and offer their heartfelt congratulations. 


TOP SECRET 

Twins, Part 1. Here’s the code to permit your character to fight against 
his twin. Why would you want to do this? Besides the novelty of it all, this is 
a way to ensure that you have a fair fight. 

When the title screen and the words Capcom begins to appear, enter the 
following: Down, R, Up, L, Y and then B. You’ve got to finish the job before 
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Capcom disappears. You’ll know you’ve done the code correctly if the 
screen changes to blue. The trick often does not work the first time you try 
it; just press the Reset button and go for it another time. 

Zoom to the End. At the Capcom title screen, press Down, L, Up, R, Y 
and B. Then set the difficulty level at 2. Play the game and defeat M. Bison; 
at the conclusion, press Start and R to see the ending. 

Sounds Good. Listen to the sounds, including a few strange new ones 
with this code. At the Options Mode, select sounds 25, 26 or 27 and then 
press the R pad rapidly. 

Got a little time on your hands? Here’s a trick that sorta-kinda disables 
parts of the game and bestows a form of invincibility. Select “Option Mode” 
from the main menu and then press Start to return to the title screen. Fun, 
right? Well, do it again, and then again...for a total of 28 times. That’s 
exactly 28, by the way: don’t go past. . 

Then start the game and you will be able to fight for one round with no 
timer or energy bars displayed. (The trick works for one-player as well as 
“Vs.” mode.) There’s no music or sound effects, either. The trick only works 
for one round; you'll have to reset after it’s over. 

Zip Lock. Here’s a way to zip right to the fight against the four bosses. 
Start a one-player game with two controllers plugged into your Super NES. 
Press the Start button on Controller 2 and then put down that controller 
and go back to Controller 1. Defeat the new opponent, who will just stand 
there without anyone controlling him, and wait for the new player’s 
“continue” time to reach zero. The game will go back to the original one- 
player game, but you will be one win toward the end. 

Now all you need to do is do it all over again, seven more times. After you 
have seven wins under your belt, you’re ready for a round against Balrog 
and the other bosses. You’re on your own now. 

Custom Fight Plans. Press the Select button when the world map is 
displayed before the start of each map to display a hidden configuration 
screen. Here you can reassign the functions of the control pad buttons 
without returning to the Option Mode screen. You may find it valuable to 
adjust the key assignments to a particular opponent in this way. 

Which way did I go? As if it wasn’t enough to have one way to fight as Ken 
against Ken, here’s another rather complex means to the same end, with 
the added confusion of a pair of Kens in the same colors. 

Begin a single player game. At the player select screen, highlight the 
picture of Guile but do not press any button to choose him. After a while, 
the computer will become tired of waiting and will choose Guile. When the 
game begins all by itself, press Start on Controller 2, which will send you 
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back to the player select screen. Now choose E. Honda as your second 
player. The computer will take you back to Ken’s stage. And there you must 
sit and wait while time runs out for one, two, three and then four rounds. 
Don’t touch a button! 

Now you've sat and watched Guile lose four rounds, right? Now press 
Start on Controller 2 before the Continue timer reaches 0. Use Controller 
2 to pick Ken from the right side of the player select screen. Another Ken, 
in the same colors, will appear on the left side. When the fight begins, the 
hardest part will be figuring just which one you are. 

Sneak Preview. Here’s a two-controller trick that lets you watch the 
coming attractions for all of the eight characters one after another without 
having to wait for the system to cycle through them. 

Start the game and let the title screen go by. When the first profile of a 
fighter is displayed, press and hold the L and R pads at the top of Controller 
2. Hold them down and watch the profiles go by. 


TOP SECRET! 

Making Money the Old-Fashioned Way. If you are good enough to win 
every cup race, including the “final” competition in the 100cc Class you will 
be rewarded with a hidden 150cc Class competition with a Mushroom, 
Flower, Star and Special cup race. It’s the same as the 50cc and 100cc 
competitions, only much harder. 

Let’s Get Small! From the Character Selection screen, press and hold 
down button Y and then press button A in choosing a racer for the Grand 
Prix or Match Races mode. Your new driver will shrink to half size or 
smaller. The tiny racer will handle better than fullsize vehicles, but it can be 
squashed. If your car is crunched, you will drop to last place and lose most 
of your earnings. 

Let’s Get Fast! Here’s a way to pick up an instant turbo boost. When the 
Lakitu arrives with the starting lights (they call that a Christmas Tree in real 
racing) be ready when the first light flashes and beeps. Immediately after 
the beep, press and hold the B button. After all of the lights have flashed, 
you will zoom ahead of the other starters. Note that the timing may be 
different for the various characters in the game; you'll have to experiment 
a bit to find just the right moment to press B. Once you've discovered it, we 
suggest you write down the secret. 

Let’s Get Computerized! Begin a one-player game and go to the Time 
Trial and select the driver selection screen. Press Start on Controller 2 and 
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you should see “COM” (as in computer) above the Princess. Go back to 
Controller 1 and select a driver, and then use Controller 2 to choose a driver 
for the COM car and then choose a course. Go to the Time Trial and you 
will be joined by a computer-controlled competitor. 

Let’s Get Dark! Go into Battle Mode in a 2-player game. When a player 
has only one balloon left, that player should press and hold the B button. 
Don’t let go.... 

Let’s Get Advanced! Here’s how to gain access to five hidden courses in 
the one-player Time Trials or two-player Match Race modes. At the Course 
Select menu, point the selector at “Mushroom Cup” and then press L, R, L, 
R, L, L, R, R and finally A. (Note these are the L and R pads at the top of 
the controller.) The screen should now read “Special Cup.” These are the 
courses that ordinarily are only available after you have brought home the 
gold in each of the first three cup challenges. 

Let’s Get Slippery! The manual tells you how you can drop banana peels 
behind you, but did you know you can also throw them in front? Press the 
Up arrow when you press A and the yellow fruit will be launched ahead of 
you—time it right and you can knock off the racer in front. 

Let’s Get Redundant! If you can manage to finish a one-player time trial 
race without hitting any obstacles or barriers, select Replay to enjoy it all 
over again and this time press the L or R pads to change the view. 

Let’s Get Silly! You won’t win the race, but just for giggles you can drive 
around the track in the wrong direction against traffic. At least this way you 
don’t have to worry about someone passing you from behind. 

Let’s Get Ghostly! Engage in a spectral race with this code: Choose a 
one-player Time Trial match with any driver and then select Mario Circuit 
1. Complete the course without bumping into any of the walls or rails and 
then head for Retry. When the light for the next race turns green, you'll 
have a ghostly competitor. 


POWER PLAYER HINTS 

You’re New Around Here, Aren’t You? The best drivers for new gamers 
are Mario, Luigi, Koopa Troopa or Toad. Mario and Luigi are the most 
balanced drivers, equal in acceleration, top speed and driving control. The 
Princess and Yoshi have the fastest acceleration to top gear. Bowser and 
Donkey Kong, Jr. are the big guys on the track and not too swift in 
acceleration, but once they are at top speed they are the fastest. Toad and 
Koopa Troopa are the easiest to control but have only average speed and 
acceleration; they’re great to use to learn how to drive, but when you are 
ready to take the training wheels off, find someone else. 

Think Ahead. If your vehicle is about to be launched into midair, or is 


Super Nintendo Entertainment System Hot Hits 65 


already flying—and you know you will have to make a sharp turn when you 
land—go ahead and turn your wheels just as the cart takes to the air. This 
way you will start into a turn as soon as the front wheels touch the track. 

Go for the Gophers. When a gopher tries to hitchhike on your driver, 
press the L and R pads rapidly to shake him off. Otherwise his weight will 
slow down your cart. 

Not Available at All Dealers. Your vehicle includes some special features 
that may help you get past some unusual road hazards such as Yoshi eggs, 
poison mushrooms and banana peels. Just fire a shell from the on-board 
launcher. Be careful, though, with green shells which can ricochet and 
come back to hit you. 

Don’t Eat That Mushroom. Save your mushroom for the final dash for 
the finish line. If you feel you absolutely must use it before then, don’t waste 
it on a turn. Save it for a straightaway. 

No Points for Politeness. In the tough 100cc class races, you will have to 
be very aggressive to win. Practice your power slide—go into a turn and 
then press the L or R pad to slide. And don’t be shy about trying to bump 
one of your opponents to slow them down or even drive them completely 
off the course. You can even launch a shell at them. 


As real as a cartoon can get, and more fun than a bone in the eye. Here’s 
one of the more realistic cartoon games we’ve seen—if that isn’t too much 
of a contradiction. You will control Taz as he races across the Outback of 
Tasmania in one of the goofiest road races of all time. He will have to avoid 
pterodactyls, wild hunters, mud, oil slicks, black holes, trees and stop signs 
among other things. It’s a madcap race and a lot of fun. 

The goal of the game, by the way, is to collect Kiwi birds before time 
expires or his health meter runs out. 


POWER PLAYER HINTS 

Which Way Did I Go? The little window in the lower right corner is a rear 
view mirror, showing you anything that may be coming up on you from 
behind—or showing you something you have passed. Hmmm...we wonder 
if it would make sense from time to time to turn Taz around and grab a 
special item he missed the first time? 

Kiwi Picking. Don’t approach a Kiwi too closely from behind, or they will 
scurry away. Instead, come at them from the opposite side of the road and 
move sideways to scarf them down. Or, you can jump on one. 

Backward Kiwi Picking. If a Kiwi comes up from behind, put on the 
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brakes and press the grab button for a quick meal. 
Spin Dry. Taz can usually spin his way across deep water without getting 
wet. He can also use the spin to fly over the black ravines without falling 
into them. 
Woman Trouble. When the She-Devil is in your rear view mirror, you can 
usually avoid her grasp by spinning to the extreme left or right side of the road. 


ios 


They’re tiny, they’re toony, and they’re all a little loony. And in this cartoony 
cartridge they’re invading your Super Nintendo with a fun-silly game. 
Welcome Acme University’s stars of stage, screen and the football field. 

Buster Bunny will be your host in an adventure that includes fun at 
school, a showdown in the Old West against Montana Max, a football game, 
a treasure hunt and (of course) a kidnapped princess (Babs Bunny). If 
you’ve ever seen the Tiny Toons TV show, you'll feel right at home in this 
clever translation to video game; if you haven’t, ask the nearest kid. 


TOP SECRET 
Looney Toons. To jump to one of the levels of the game, enter the 
following code (using pictures of the characters) at the password screen: 


Level 1: Babs/Gogo/Montana Max 
Level 2: Plucky/Bookworm/Elmyra 
Level 3: Montana Max/Calamity/Shirley 
Level 4: Bookworm/Plucky/Babs 

Level 5: Gogo/Calamity/Lil’ Beeper 
Level 6: Montana Max/Babs/Sweetie 
Or, Try These: 

Level 2: Little Beeper, Montana Max, Elmira 
Level 3: Gogo, Shirley the Loon, Sweety 
Level 4: Bookworm, Plucky, Babs 

Level 5: Montana Max, Babs, Sweety 


Choose Your Own Bonus Game. One of the fun parts of this adventure is 
the hidden bonus games within the game. To jump directly to one of them, try 
this trick. From the title screen, move the cursor to the Password option and 
press Start. Passwords in this game are entered using the faces of characters. 

Place Elmyra in box one, Shirley the Loon in box two and Calamity 
Coyote in box three and then press Start. The screen will clear and be 
replaced by a menu listing all of the available bonus games. Move the cursor 
to the one you want to play and then press Select and then Start to jump 
directly to it. 
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Cowabunga, dudes. More Turtle adventures, just like the other games, only 
more so. Look, we’re just not going to even try to explain the Teenage 
Mutant Ninja Turtles to you; if you don’t know who these guys are, just find 
some kid to explain them to you. 

Here’s the story line on this latest adventure for the mutated pre-adult 
Ninja-fighting pizza-loving tortoises named after Renaissance painters: It 
seems that the guys’ favorite television reporter April O’Neil is in the 
middle of a live report broadcast from New York’s Statue of Liberty when all 
of a sudden a huge, strange creature descends from the skies and steals Miss 
Liberty! Even in New York, that’s a major story. 

It’s up to you to control one of the four turtles in a non-stop kick-and- 
punchfest that leads first to the heart of the Technodrome where Shredder 
is in charge of the mayhem. When you defeat him, he goes down with a 
bang, capturing you all within a high-power Matrix Translocation Beam. 
And you know what that means, don’t you? Well, it means your turtle guys 
will all be sent back in time to fight a series of historic battles against 
Shredder and his gang. Cowabunga! 

This is a well-designed, fun game if you’re into unrelenting comic-book 
violence. 


SPECIAL ATTACK MOVES 

The following special moves use the standard assignment of the Y button 
for Attacks; if you have selected a different key assignment for Attacks, 
substitute that button in the following moves. 

Catapult. To toss a Foot Clanner a few feet, move toward an enemy and 
press the Y button while holding an arrow key. 

Whipit. To grab an enemy and flip him into the ground, come alongside 
and press the Y button. 

Bulldozer. Dash to the enemy and press the Y button to plow right 
through him. 

Foot Flinger. While dashing toward an enemy, press the B and Y buttons 
at the same time to launch a Flying Foot Kick. 

Snake Killer. While dashing, press the B button followed by the Y button 
for a Sliding Kick. 

Cannon Ball. Start a dash and press the B button at the same time; when 
the spinning starts to slow, press the Y button to go bowling. 

Box of Hard Knocks. A super-powerful move, but one that should only be 
used in a real emergency since it will automatically use up one of your extra 
lives. All ya gotta do is grab the red box with the black ball on it and your 
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turtle will knock through every enemy in his way for a short period of time. 
Duck, Turtle (Versus Mode Only). Press the B and Y buttons together to 
duck down and out of the way of an attack. 


TOP SECRET 

More, You Want More? Here’s the key to picking up a second set of 
Continues. Play a 1-player game, but have two controllers plugged into the 
deck. When you are down to your last life and about to end the game, press 
Start on Controller 2. You will enter the game as Player 2 at that point, with 
a full set of Continues. 

A Tuneful Tip. At the title screen, select Option Mode and then choose 
Hard Mode. Select STAFF in the sound test. Then press button B to play the 
tune and finally press button Y. The song will change.... 

More, More, More. If you are really determined to get deep into this 
game, here’s a clue that will allow you to boost your extra lives to 10, in a 1- 
or 2-player game. 

Plug controllers into both ports on the Super NES and turn on the game; 
wait for the title screen and then use Controller 2 to enter the standard 
Konami code that works in most but not all of the company’s games: Up, 
Up, Down, Down, Left, Right, B and A. 

Using Controller 1, move on to the options screen and adjust the number 
of lives: A new choice of 10 will be listed. You can then choose one or two 
players and begin the game. 


The future of humanity—and a bit of the future of gaming—can be 
glimpsed in the impressive Wing Commander games. They combine shoot- 
*em-up arcade action with intelligent science fiction role-playing. 

You are an ace starfighter pilot, engaged in a series of missions to defend 
Confederation bases and ships against attacks by evil Kilrathis. The graphics 
of the space battles are stunning, with 3-D like images. Just as intriguing are 
the adventure game elements of the game, which include the crew barracks, 
and a bar video game within the video game used as a flight simulator. 

Before you begin your first mission, you will roam the hallways of your 
space carrier, the Tiger’s Claw. You will move from room to room and learn 
about your upcoming mission from people you meet in the Officer’s Club 
and the Briefing Room. 

Wing Commander: The Secret Missions game extends the original title 
with 16 new missions, many deep behind enemy lines. The newer game also 
includes an improved 3-D combat simulator and a Rookie mode gives 
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novice players a jump start into the action, with increased weaponry. 
At the end of the section you will find some exciting tips and secrets for 
the original Wing Commander game. 


POWER PLAYER HINTS 

Take a Test Run. At the moment of take off, press the Select and Y 
buttons together to engage the autopilot to the current Nav point. When 
you arrive, and the Autopilot automatically disengages, check the radar 
screen for red dots that indicate the presence of enemy fighters. Press the Y 
button to turn on the afterburners and zoom forward to engage the enemy, 
and then press the B button to fire with the currently selected fun; press A 
to fire a missile. After you have destroyed all of the enemies shown on the 
screen, press Select and Left to select and monitor Damage to your systems. 
Simple, right? Wait until the later stages. 

Your Mama Wears Kilrathi Combat Boots. Why in the cosmos would you 
want to tease an enemy using interspace communications? They might 
shoot at you! Then again, if they’re shooting at you they are not shooting at 
one of the ships you have been sent to defend. 


TOP SECRET 

The details of the Kilrathi Jalthi fighter are classified. We have, however, 
obtained a stolen set of specs. Keep this under your space hat, okay? 

Jalthi Heavy Fighter. 

Length: 32 meters Mass: 22 tons 
Maximum Velocity: 280 kps Cruise Velocity: 200 kps 
Acceleration: Average 

Ship’s Weapons: Neutron Guns (3), Friend or Foe Missiles (2), Heat- 
Seeking Missile, Laser Cannon (3). 

Ship’s Armor: Fore and Aft Shields: 16 cm equivalent. Front 20 cm, Right 
and Left 17 cm, Rear: 10 cm. 

What can we learn from this? Well, it’s a big, heavy, well-armed and very 
well protected killing machine, that much we know. It doesn’t have much 
speed, and if there is a weak point it would seem to be its rear end where 
the armor is thinnest. Still, it’s not a target we would seek out for 
entertainment purposes. 


Here are some special hints and tips for the original Wing Commander game. 


POWER PLAYER HINTS 
Fighter Aces. The best rocket jockeys we know generally advise that you 
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slow down to 100 to 150 kps before you engage in a dogfight. 


TOP SECRET 


Here come the codes. In each of the following levels use as your 
password: SPACEACE. 


Level 2 Code 
Level 3 Code 
Level 4 Code 
Level 5 Code 
Level 6 Code 


: RCCMCBLGW 
: LHCWFKVMZH 
: DHDKCCWBRC 
: JHFHTFYMCO 
: DGNWP2XCLW 


Star System: 
Star System: 
Star System: 
Star System: 
Star System: 


McAuliffe 
Gimie 
Dakota 
Kurasawa 
Venice 


Super Code. Here is the way to jump to some of the later stages of the 
game, engage invincibility and also to display a hidden Sound Effect. 
At the title screen, press B, A, B, Y, B, Y, L, A, R, A and Start. 


4 


Mario, MARIO, MARIO! 


Games starring Nintendo’s favorite plumber have sold more than 100 mil- 
lion copies in the United States alone. Mario is the man, for now and prob- 
ably all time. 


Nintendo reaches all the way back to its roots in bringing back Donkey 
Kong—a game in which Mario made an unheralded cameo appearance. And 
rumors are flying about yet another all-new Mario adventure that could be 
released sometime soon for either the Super NES or the coming Ultra-64 
video game system. 


Just for the record, by the way, Mario (and his sometimes available brother 
Luigi) have appeared in nearly 40 different Nintendo titles so far, and the 
line-up keeps on growing. 


SUPER MARIO TRIVIA 


What was Mario’s first video game appearance? In Donkey Kong, 
released in 1981, only his name was Jumpman. The name Mario appeared 
a year later with the release of Donkey Kong, Jr. In 1983, Mario starred in 
his own arcade game and in 1985 made his first starring appearance on the 
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Nintendo Entertainment System in Super Mario Bros. 


Okay, but where did he get his name? He was named Mario in a trib- 
ute to Mario Segali, the landlord of Nintendo’s first warehouse in America. 


Bob Hoskins played Mario in the “Super Mario Bros.” movie. 
Which other actors were considered for the role? Dustin Hoffman, 
Tom Hanks and Danny DeVito. 


Who was the original voice of Mario in the first animated tele- 
vision series? The answer is WWF superstar Captain Lou Albano. 


Who wrote the music for the Mario games? Kojo Kondo is the musi- 
cian for all the Mario games; his music became so popular in Japan that he 
released successful CDs and records of the music there. In England, a song 
called “Super Mario Land” by the Ambassadors of Funk and featuring MC 
Mario made it into the Top 10 on London music charts in November, 1992. 


Super Mario All-Stars is a 16-bit Mario blast from the past, a repackaging of 
the four best-selling games from the 8-bit Nintendo Entertainment System 
in a single 16-bit game pak for the Super NES. In addition to Super Mario 
Bros., Super Mario Bros. 2 and Super Mario Bros. 3, the game pak includes 
a Mario game never before seen or played in the U.S., called Super Mario 
Bros.: The Lost Levels. This challenging game, which was a bestseller in 
Japan, offers the most difficult and challenging game play of any of the 
Mario titles. 

Super Mario All-Stars includes a few enhancements over the 8-bit 
originals, including improved graphics and an updated sound track. There 
are new difficulty levels, too. Most importantly, the game pak includes a 
battery back-up which allows players to stop game play at any point in any 
of the four titles and resume at a later time at the same level. If you didn’t 
receive this cart free when you purchased your Super NES system, it’s also 
sold separately. 


Mario and Wario is a strategy/puzzle game for the Super NES (not to be 
confused with Wario’s Woods), and is the third in a series of titles designed 
to use the Mouse controller. The game features Mario, his nemesis Wario 
and an angel-like character who acts as Mario’s guide. With his eyes covered 
by a bucket (essential plumber’s gear) Mario must depend upon the angel 
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to move or remove objects that block his way through eight worlds and 
some 100 stages. At the completion of world eight, Mario meets Wario for 
the ultimate challenge that spans 20 more worlds. 


Yoshi’s Safari was the first Mario game and the first Super Scope title to use 
advanced “Mode 7” graphics that permit players to change their point of 
view to see the game from Mario’s perspective and to offer 3-D-like effects. 
Designed for the Super NES and requiring use of the Super Scope 
accessory, the game puts Mario atop his trusty dinosaur pal, Yoshi. Together, 
they set out on an expedition along a twisting path through 12 progressively 
more challenging levels to rescue the princess (of course!) from the evil 
Bowser, King of the Koopas. 


Everything old is new again: Mario and Luigi, the undisputed superstars of 
Nintendo arcade games, are back again as the superstars of the Super 
Nintendo Entertainment System. 

Super Mario World is the most colorful, frenetic and detailed adventure yet 
for our favorite Italian plumbers and princess-rescuers. Super Mario World is 
very much of a continuation of the Super Mario Bros. series, including our 
heroes, of course, but also many of their most infamous enemies. If you’ve 
been a faithful fan of Super Mario Bros. games in their first, third or Game 
Boy versions you are ready to dive right in to this new challenge. 

The boys pick up a new sidekick—Yoshi the helpful dinosaur—and the 
ability to float through the air as Caped Mario. But the most important new 
addition to the Mario saga is the impressive polishing and brightening of 
the game that comes in its 16-bit Super NES edition. 

Here’s the tale: Mario and Luigi are on vacation in scenic (though 
strange) Dinosaur Land, resting up from their strenuous efforts to rescue 
the Mushroom Kingdom from Bowser in Super Mario Bros. 3. As they lie on 
the beach (has anyone ever seen Mario’s knees?) wouldn’t you know it but 
Princess Toadstool is kidnapped again! 

As they set off in search of the Princess, they find a huge, strange egg in 
the forest. As they stand and watch, the egg hatches a dinosaur named 
Yoshi. Somehow, although he is fresh from the egg, he is already able to talk; 
even more amazing is the fact that he has something to say. Yoshi tells the 
story about how he and all of his dino buddies have been captured and 
placed within eggs by a strange troupe of nasty turtles. 
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Suddenly, all is clear to Mario and Luigi: Bowser is back on the warpath 
once again. Armed with a magic cape given by Yoshi, the boys head off into 
the seven worlds of Dinosaur Land in search of Bowser and the perennially 
purloined princess. One or two players. 


WORLD 1: Yoshi’s Island. 

Yoshi’s House. The starting place for the immense challenge of Super 
Mario World is in Yoshi’s House here. Check his mailbox for a message. 

Yoshi’s Island 1. Whizzz...watch out for the Bullet Bills that will zoom by 
close to the ground. Duck into a pit on the ground and press the Down 
arrow to squat below them, or look for a safe place up high. On the Map it 
is to the left of Yoshi’s House, below the ladder to Kappa Mountain. Kappa 
is the high point of Yoshi’s Island, called Water Imp Mountain in the 
Japanese version of the game. 

Yoshi’s Island 2. You'll meet Yoshi here, trapped by Bowser. Set him free 
by breaking an overhead block and wait for his egg to hatch. Yoshi won’t 
come down to you—you’ll have to jump up to his level to catch a ride. The 
second island level is located to the right of Yoshi’s House. 

Yoshi’s Island 3. You'll come to your first Switch Block in this area above 
Island 2. Turn on the switch to make the huge gap a little easier to jump. 
Cross other open stretches on board Rotating Platforms. 

Yoshi’s Island 4. Turn on the Switch to change a row of Coins into a 
Block bridge over the water in this area, further along the trail from Island 
3. Collect the Star and head for the castle. 

Iggy’s Castle. The first of the Koopa Kids is holed up in his castle on an 
island surrounded by a moat of molten lava. There are fences to climb 
(remember the technique to punch through a fence?), and watch out for 
the traps that include rooms full of Koopas. 


WORLD 2: Donut Plains. 

There are four stages plus a pair of secret routes, two Ghost Houses, the 
Green Switch Palace and Morton’s Castle here. Be on the lookout for a 
secret house as well. Areas on the map marked in red have a regular exit 
and a hidden exit. 

Donut Plains 1. The Super Koopas with the flashing red Capes can 
bestow a Cape Feather when stomped. This world is the first location— 
marked with a red dot—at the top of the ladder from Yoshi's Island. 

Donut Plains 2. Descend the green Pipe to find a stairstep formation of 
Blocks. Make your way to the top Block (you might try flying up there as 
Caped Mario) and let loose a climbing Vine. Go up the Vine and you will 
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find the key to Switch Palace. This area is located above and to the left of 
the first area. 

Donut Ghost House. A Cape is a nice thing to have here. Flying with one 
is a good way to make your way to a platform at the top left corner; that is 
the entrance to the hidden Top Secret Area. 

Donut Plains 3. The Fuzzles that get in your way when you ride the 
various platforms of this area are among the enemies who can be avoided 
with a Spin Jump which bounces off their hairy bodies. 

Donut Plains 4. Grab the flashing Shell to give Yoshi the combined 
powers of the Red, Yellow and Blue shells. 

Donut Ghost House and Secret House. Look for the P-Switch and then 
the Vine above the center door. Climb the vine and go through the door to 
the right to engage in a battle against Big Boo. 

Morton’s Castle. Don’t let your eye stray from safe pits or coves in the sides 
of walls so that Mario can duck into them when the moving walls are rolling. 
The castle is also filled with nasties including Thwomps and Balls ‘N Chains. 


WORLD 3: Vanilla Dome. 

The source of the waterfalls that descend across Vanilla Plateau and 
into Soda Lake. Much of this land is underground, and includes caverns 
and waterways. If you can make it to the secret stage and complete it, you 
will be able to enter into several other hidden places in the coming Twin 
Bridges world. 

Vanilla Dome 1. There are quite a few dotted-line blocks here; you'll have 
to get to the Red Switch Palace to turn them into a solid pathway. Once they 
are solid, you will be able to obtain the key that leads to the secret passageway. 

Vanilla Dome 2. Here is where the Red Switch Palace Key is hidden. Do 
you get the idea that some of these places are out of logical order? Find the 
P-Switch and bring it to the wall of red blocks at the left side; hit the switch 
and go for a swim beneath the wall and to the left to find the key. 

Vanilla Dome 3. Ride the Skull Raft across the sea of lava. 

Vanilla Ghost House. Use a Spin Jump to bounce off the green bubbles. 
You'll need to find the hidden P-Switch all the way to the right to make the 
exit visible. 

Vanilla Dome 4. The Bullet Bills come flying fast and furious—and in 
all directions. 

Lemmy’s Castle. Avoid the evil spells of the Magikoopas and then stomp 
them en route to the P-Switch and the doorway to the Twin Bridges. 

WORLD 4: Twin Bridges. 

Why do they talk about “twins” when there is only one crossing—the 
Cheese Bridge—shown on the map? The answer: A second log crossing 
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called the Butter Bridge that links Vanilla Dome to Cookie Mountain will 
appear only after you clear the Vanilla Fortress. By the way, the Cookie 
Mountain highlands are called Rice Cracker Mountain in Japan. 

There are five Twin Bridge stages plus a pair of secret stages. 

Cheese Bridge. The hidden second exit is immediately to the right of the 
first Exit Gate. Float under the first gate using your Cape and then fly up 
and to the right. 

Cookie Mountain. Think of this place as a cookie jar for Yoshi; it’s a 
relatively easy stage just crammed with tasty Monty Moles. 

Ludwig’s Castle. Ludwig (love that hairdo!) has loaded his lair with 
loathsome lowlifes, including Balls ‘N Chains. The safe route in many parts 
of the castle lies on the fences instead of the ground below. 


WORLD 5: 

Forest of Illusion. The map for this world is almost entirely marked in 
red, which means that there are many, many ways to exit. There are four 
Forest of Illusion stages, a secret stage, a Blue Switch Palace, a Ghost House, 
a Fortress and Roy’s Castle. 

Forest of Illusion 1. Don’t miss the chance to create an extremely rare 
Balloon Mario near the end of this stage. A balloon will come out of a Block 
near the end; grab it to inflate Mario and float over to a Key and Keyhole 
exit. The only other place we are aware of the existence of a balloon is in 
one of the special stages. 

Forest of Illusion 2. The key to the Blue Switch Palace is hidden down 
below in the water to the left of the yellow Mushroom Block. 

Forest of Illusion 3. Look for an unusually tall green Pipe deep into this 
stage and head down it to find a Key and Keyhole entombed within Blocks. 
Super Mario can jump up and break into the hiding place with a Spin Jump. 
Or, Yoshi can snare the key with his talented tongue; bring the key to the 
Keyhole and spit it out. 

Roy’s Castle. There is lava below and moving Spikes above and below. 
This is one of the areas where you can use the L and R pads to shift the view 
and throw off the timing of the enemies. 


WORLD 6: Chocolate Island. 

There are lots of challenges in this sweet world that end at the port for 
the voyage to the watery Valley of Bowser. Here there are five standard 
stages, a secret stage, a Fortress, a Ghost House, a Sunken Ghost Ship, and 
finally, Wendy’s Castle. On the other side of the Castle is the Ghost Ship. 

Chocolate Island 1. A relatively easy area once you get the hang of 
avoiding Mini-Rhinos. 

Chocolate Island 2. The faster you complete this stage, the better your 
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chances at bonus advancement. You must make it to the third and final 
section with at least 250 seconds on the clock to discover the hidden Key to 
the secret stage. 

Chocolate Island 3. What appears to be the Exit Gate in this area is really 
a dead end. Instead, go underneath the gate and fly to the right to find the 
real thing. 

Chocolate Island 4. It’s time for some Mega Mole surfing in this 
underground arena. 

Chocolate Island 5. Many of the Blocks in this area hide unfriendly 
Spinies instead of bonuses. 

Chocolate Fortress. This place, like all of the other fortresses, is ruled 
over by Reznors. Knock the Reznor Rhinos off their roosts quickly. 

Wendy’s Castle. Spin Jump onto and off the Grinders and Hotheads. 

Sunken Ghost Ship. When you get through this difficult area, a gigantic 
Bowser made of rock will rise from the deep. 


WORLD 7: 

Valley of Bowser. Here’s Bowser! Or at least, here’s the watery ruins you 
will have to swim, jump and battle your way through to get to the creepy 
King. You will enter into the rock-faced Bowser to find four regular stages, 
a Ghost House, a Fortress, Larry’s Castle, and eventually, Bowser’s home. 

Valley of Bowser 1. Take the low exit to the way out, avoiding the 
Chargin’ Chucks. 

Valley of Bowser 2. Deep into this stage you will find yourself coming out 
an Upside-Down Pipe with a stairstep formation to your right. Climb up and 
then jump all the way to the left—off the screen—and run to find the Key. 

Valley Ghost House. Find the P-Switch midway through the area and 
then run rapidly to the right. You will come to a series of doors: Doors 3 and 
4 lead to the regular exit, while Door 5 will let you into a room where you 
will find a key in the upper right corner. 

Valley of Bowser 3. The Countdown Platforms will fall from the 
skies—taking you with them. You would be best advised to jump off before 
the little numbers on their sides reach zero. 

Valley of Bowser 4. Yoshi’s tongue allows him to get up close and 
personal—in this case his extra-long licker is the only way to grab hold of 
the hidden Key to the Star Road that is encased within a wall of Blocks. But 
Yoshi’s talented tongue can grab it and spit it into the Keyhole up above. 

Larry’s Castle. Ride the platforms but be sure to be prepared to jump off 
to safer perches when the platforms move too close to Balls ‘N Chains. 
Caped Mario’s cape will come in handy to bust a Block wall. 
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RITES OF PASSAGE 

Keyholes. The red-marked areas on the maps of the second through 
final worlds indicate places with extra, secret exits to other areas. Be on the 
lookout for keyholes to be opened; you’ll need to find a hidden key and 
bring it to the keyhole. Many of the keys can be found in the immediate 
vicinity of the keyhole; some of the keys can only be retrieved with the 
assistance of your good buddy Yoshi (hint: his tongue is very talented!). 
Mario can walk to the keyhole, or ride Yoshi to the keyhole with key in hand 
(or tongue). 

Star Road. Look for the Star symbol on the map for entrance to the 
mysterious star puzzles. 

Switch Palace. As you move through the various worlds you will find a 
number of blocks that are made up of colored outlines but are not solid 
enough to stand on or break. The key to making them solid is to enter into 
a Switch Palace and turn the switch. 

The resulting solid blocks will act as Platforms in certain areas, but will 
also contain valuable special items. 

Yellow Blocks contain Super Mushrooms; Green Blocks contain Cape 
Feathers. 


DEEP, DARK SECRET ZONES 

If you explore especially well in Dinosaur Land you will find five Star 
Roads, each of which leads to one of the five points of Star World. The 
points themselves are connected through five stages with their own Keys 
and Keyholes. 

Yoshi’s cousins live in this Secret Zone, and like Yoshi they will start out 
small and grow larger once they have eaten five enemies. The Star Worlds start 
at the lower left corner and work around the points in a clockwise direction. 

Once you have connected the roads between the five points, you can use 
the Star World as a warp zone from one level to another. 

Star World 1. Wall-to-wall blocks, but not when you are a Mario Brother 
with the ability to launch a Spin Jump. Work your way from right to left until 
you uncover the Key. 

Star World 2. Your buddy the Blue Yoshi will help you make it to the end 
of the stage where you will be able to swim under the Pipe to uncover the 
hidden Key. 

Star World 3. Our old buddy Lakitu, one of the evil stars of the original 
Super Mario Bros. and Super Mario Bros. 3, makes another high-flying 
cloud appearance here. Locate the P-Switch to turn off Lakitu’s nasty 
droppings and make him throw Coins instead. Then you can get him off of 
his cloud and use it fly up to obtain the Key and place it in the Keyhole. 
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Star World 4. Red Yoshi will help you burn your way through the many 
treacherous turtles you will find here. You'll find the Key hidden within a 
Block beneath a trio of Pipes; throw a Koopa shell to release it. 

Star World 5. If you have made your way through the four previous 
Switch Palaces, a series of Block Platforms will clear the way to a Key stashed 
way up high. 

Special World. If you can complete all five Star Worlds, you will be able 
to move to the center of the star to a whole new level of bonus stages. 


SUPER SECRET! 

Figure out the way to enter into the back door to Bowser’s Castle in the 
Valley of Bowser and you will be able to skip directly to the final 
confrontation with the king himself. 

We've already informed you that you cannot reenter a castle or 
mini-fortress once you have cleared it; that’s the official rule. Actually, if you 
return to the marker for a cleared castle and stand on it and press the Left 
and Right pads on the controller, you will be able to return. 


POWER PLAYER HINTS 

As Many Lives As a Cat. How’d you like to start the game with nine lives 
instead of the standard five? The trick is to take advantage of the ability to 
transfer extra lives from Mario to Luigi at any Map Screen of the game. 

Press the L or R pad to display a special screen where you are able to 
transfer lives from one player to the other using the B or Y buttons. When 
you are finished transferring lives, press the Start button to return to the 
Map Screen. 

You will be able to move four of the five starting lives from Mario to Luigi, 
or the other way around. To move the game along, we suggest you throw 
away the remaining single life for one of the characters by walking 
immediately into an enemy. 

You can also use the ability to transfer lives to equalize the game if one or 
the other player picks up a few extra lives by collecting coins, Dragon Coins 
or 1-Ups. 

You can use the same trick any time you resume an earlier game that is in 
a Save Slot, too. Choose the 2-player game and throw away Luigi’s single life 
after you have transferred four lives to Mario. 

All Right, More Lives Than a Cat. There are a few places in the game 
where you can rack up as many 1-Ups as you have time to collect. One is in 
the Forest of Illusion 4: Pick up a turtle shell and drop it beneath the row of 
Question Blocks immediately past the first green pipe in the level. Stand back 
and watch as Spiny after Spiny runs into the shell, earning points each time. 

Thanks for the Memory. Avoid turning the power on and off 
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repeatedly. Besides endangering the life of your Super NES hardware, you 
also run the risk of erasing the memory for the Saved Slots of the Super 
Mario World cartridge. 

Navigational Tips. Red marks on the map indicate that there is more 
than one exit to the area. Look for a hidden Exit or a Key and Keyhole. 
Many of the Ghost Houses also include a hidden exit to a secret bonus area. 

You will earn extra points—and even 1-Ups—if you cross through an Exit 
Gate with enemies in hot pursuit right behind you. 

Why Not? Here’s another interesting tip that has no effect on game play: 
Along the Star Road you will come to a room with the word SPECIAL 
spelled out in stars. Just sit and watch and listen for a while; after the musical 
selection is completed, the tune will change to something a bit different. 

Ride ‘em Mario! When Mario is riding on Yoshi, he is much less 
vulnerable to injury. He can survive direct hits from many enemies, 
including Banzai Bill. 

High-rider. Try to break the tape at the goal as high up the post as 
possible to earn Bonus Stars. If you collect 100 Bonus Stars you can play a 
bonus game. If you are holding a special item as you cut the tape, you will 
be rewarded. If you are carrying a key or Baby Yoshi, you will be given a 
1-Up. If you have other items in reserve, you will receive a mushroom, fire 
flower or feather. 

Fence-sitting. Press Up while jumping to cling to the fence. To go 
through the door between the foreground and background, you should 
also press Up. 

Egg-stra Credit. If you already have a Yoshi and you break a block that 
contains another Yoshi Egg, it will turn into a 1-Up instead. 

King for a Day. If you can find the way to enter the back door to Bowser’s 
Castle in the Valley of Bowser, you will be able to warp directly to the final 
confrontation with the king himself. 

Fly ‘em Mario! Learning to use Mario’s Cape requires a bit of practice. 
Be sure you have enough space for your takeoff run—at least six blocks. 
Release the Y button when you have reached the proper height on screen 
and then use the arrows and B to fly slowly. 

Some of the keys to locks in the game can only be grabbed by Yoshi. It’s 
a good thing he has a long tongue, don’t you think? 

Make note of the places where you find an easy 1-Up and then take 
advantage of the fact that you can return to stages you have cleared in the 
past. Go back down the hole and go to the 1-Up and then bug out back to 
the map by pressing the Start and the Select buttons. Keep on doing it to 
pick up a bunch of extra lives. 


Mario, MARIO, MARIO! 8l 


You can use the extra item held in the box at the top of the screen by 
pressing the Select button. 

Use the X or Y button to pick up a shell; to throw a shell upward, look up 
and let go of the button. 

Pick up five of the large Dragon Coins in a single area to earn a 1-Up. 

Press the L or R pads to slide the screen left or right to look back or 
further ahead. 


Oh no! It’s Nintendo’s worst nightmare: Mario is missing. After years of 
relying on Mario as their number one tracker and rescuer of kidnapped 
princesses, the man himself has been stolen by the evil Bowser himself. 

Oh, sure, there has always been the other brother, Luigi, but let’s face it, 
we've always thought of Mario as the brains of the operation. 

Once again the bad guys are Bowser and his minions, but this time it’s not 
Mario World—it’s your world. This game takes place all around planet 
Earth, and the problems to be solved in the game are based on historical 
events, geographical facts and famous landmarks. 

Kids: Here’s your chance to convince your parents that the Super NES 
will help you with your school work. Parents: Here’s your chance to play a 
game with your kids without feeling guilty about it. 

Bowser has control of something called the Passcode Operated Remote 
Transport and Larceny System (PORTALS) that his band of turtles use to 
transport themselves all over the world. And—no coincidence—it seems 
that each place they set foot they unleash a local crime wave, stealing 
valuable artifacts and local landmarks. Of course, the most valuable artifact 
of all is Mario, and they’ve stolen him too. 

(If this sounds like a Koopa-Paratroopa version of a Carmen Sandiego 
game...well, it does to us, too. The fact is that the original CS series is a bit 
outdated by now, and Where’s Mario brings a new level of animation, sound 
effects and user control to the same basic concept.) 

Mario is Missing features 25 accurate city maps from around the world, 
teaching map reading and orientation skills as well as education about 
world geography and important landmarks. 

Luigi’s job is to block Bowser’s plan for global domination and return his 
brother. He will enter the PORTALS scattered around our world and search 
out the criminal Koopa and return the stolen item. The way to do this is to 
talk to the people he meets, read the maps, explore the various cities and 
solve puzzles—all before the clock runs out. When Luigi figures out where 
he is, he must use his Globulator tool to call Yoshi and with his help return 
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to Bowser’s Castle and lock the PORTAL for that city. One player only, but 
a parent or other adult may want to help younger children play and learn. 

With the success of Mario Is Missing, Mindscape has since released other 
“edutainment” games starring Mario and his friends. Mario’s Fun with 
Numbers, Mario’s Mission Earth, Mario’s Pre-School Fun and Mario’s Time 
Machine are all currently available. 


POWER PLAYER HINTS 

Each time you successfully lock a Portal a password will be displayed. 
Write it down so that the next time you play the game you can begin from 
that point instead of having to start all over again. 

If you look at the City Map, large or small, while the game is underway, 
you will lose some time on the clock. Instead, press Start to pause the game 
and display the Toolbox and choose City Map to check your location and 
make a plan with the clock frozen. 

Be sure to go to all of the Information Booths and inquire about missing 
artifacts. Be sure to get a copy of the pamphlet; if you have recovered the 
missing item for the current Information Booth, answer the questions on 
the brochure and return it. 


SUPER SECRET 

Sludgeway. Don’t tell your mom, but the shortcut in this game is to slosh 
through the sewer pipes. When you get to your destination, you may want 
to backtrack for a bit to see if there was something important you missed 
while you were underground. 

The Yoshi Way. Hitch a ride on Yoshi whenever you can; he’s faster than , 
you are. 


Super Game Boy 


Back to the future! Here's a chance to upgrade your Super NES system to 
work with the hundreds of games for the handheld Game Boy system. 


Of course, if all the Super Game Boy adapter did was display a tiny gray 
image on your television screen this new device would be a great step back- 
ward for SNES players; however, Nintendo has instead found a way to 
enhance the Game Boy library—both old titles and new ones—with some- 
thing it has been missing for some time: color. 


The Super Game Boy accessory, which is priced at about the same level 
as the Game Boy itself, translates the shades of greenish-gray of the hand- 
held machine to different colors when the games are played on a Super NES 
connected to a color television. 


Many of the newer Game Boy carts and ones currently in development 
have special programming that works with the special features of the Super 
Game Boy; when these carts are played on the regular Game Boy, they look 
normal, but when they are used with a Super Game Boy, they have 
enhanced colors and exciting backgrounds. 
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Built into the Super Game Boy is a paint program that allows gamers to 
custom design their own backgrounds or use one of nine pre-designed ones. 
You can also adjust the color palette to further customize the Super Game 
Boy games that you're playing on the TV screen. 


Super Game Boy plugs into the Super NES just like any other game cart, 
however, this accessory has a slot to insert any Game Boy title. If you have 
a Super Game Boy connected to your Super NES, you can play a Game Boy 
game without actually using a Game Boy. 


When using the Super Game Boy, you'll use controller #1 to control the 
action. The A, B, Start and Select buttons on the Super NES controller will 
replace the Game Boy’s buttons. To activate the Super Game Boy system 
window (and the built-in paint program), press the L and R button simulta- 
neously on the Super NES controller. To close this window, press the L and 
R buttons again. Some Super Game Boy games can also be controlled using 
the Super NES’ mouse accessory. 


The first game to be Super Game Boy compatible was Donkey Kong Land, 
which offers over 100 levels of mazes, traps, hidden keys, vanishing bridges, 
rolling barrels, plus a stereo soundtrack. Look for the special Super Game 
Boy icon on the packaging of the latest Game Boy carts to see if they're pro- 
grammed to take full advantage of the Super Game Boy accessory. 


Graphics/Sound: 8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: & 


Nintendo has brought back one of the very first mega-hits on the 8-bit NES 
system, updated for the Super Game Boy and Game Boy. 

Donkey Kong is a puzzle game which stars Mario as the hero, who must 
rescue the princess who has been kidnapped by an oversized ape named 
Donkey Kong. For Mario to reach Kong, however, he must hop over rolling 
barrels, climb ladders, avoid obstacles and use whatever items come his way. 
Unlike the original Donkey Kong game that was in the arcades back in 1981, 
this version has over 100 different levels that you must master. 

There’s also a battery back-up game save option, so you can start playing 
Donkey Kong on a TV, using the Super Game Boy accessory, then pop the 
cart into your Game Boy when you're ready to hit the road. 

Donkey Kong also offers a Bonus Game that allows you to earn extra lives 
and additional power-ups. 
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WHO? 
As Mario, you must rescue the princess who has been kidnapped by 
Donkey Kong. 


GAME BOY CONTROLS 
Start: Pause/Resume Game 
Select: See your time record for levels you’ve already beaten 
A Button: Jump/Let go of ropes. 
B Button: Pick up an object. Throw an object. Activate a switch. 


To throw an object extra high, press Up + A button + 
B button simultaneously. 

D-Pad Down: Crouch 

D-Pad Up/Down: Climb up or down 


SECRETS OF THE PROS 

Throughout this game, you’ll find that Mario must climb upward, in 
order to reach the very top of the area where Donkey Kong is holding the 
princess. Even after you battle your way to the end of the level, you'll often 
have to get passed locked doors. To do this, you'll first need to locate the 
key. Once you pass through the door and you're ready to face Kong, you'll 
be able to lift up barrels and throw them. 

Locating and grabbing a hammer allows Mario to smash apart barrels 
and enemies that come his way. Once Mario grabs a hammer, it only lasts a 
short time, so make the best of it and try to travel as far as you can while you 
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have this weapon in your hands. In this game, Mario can often leap over 
fireballs, as well as lift some enemies into the air and throw them back at 
Kong or at other enemies. 

In some levels, switches play an important role, because once activated, 
missing pieces of the floor will reappear. Thus, it becomes important to hit 
the right switch at the right time. Some switches will also change the direction 
that an elevator is traveling, so it'll be easier to get where you’re going. When 
you discover a vertical arrow block, you can transform it into a ladder of any 
length, but the ladder will only last a few seconds, so start climbing. A 
horizontal arrow block will expand into a road when it’s activated. 

Remember: as a plumber, Mario isn’t afraid of the water. In some levels, 
it may become necessary for Mario to take a swim in order to reach a power- 
up or another part of the level. While swimming, Mario’s movement will be 
somewhat restricted. Be sure to avoid the fish. 

To perform a handstand, press: Down + A Button. After the handstand, 
press the A button again to perform a super jump. While doing a 
handstand, Mario can move left or right using the D-Pad. 

A backflip can also be a useful maneuver. While traveling left or right, 
press the D-Pad in the opposite direction that you’re traveling in and 
simultaneously press the A button. 

To spin on a rope (while Mario is hanging on it), press: Up on the D-Pad 
and the A button. To move left or right while on a rope, press Left or Right 
on the D-Pad. To hang upward on a horizontal rope, press Up on the D-Pad. 

Finally, while Mario has control of the Hammer or Super Hammer, you'll 
find that he can’t jump up to other areas. To keep him mobile, you can toss 
the hammer upward, quickly climb up a ladder or jump, and then catch the 
hammer again. This takes practice, but it’s a great strategy. In many levels, 
you'll be able to take an easy course to the end, but you'll have to avoid 
grabbing 1-Ups and other power-ups. If you want to grab these bonuses, 
you'll have to work a little harder. You’ll have to decide if the extra danger 
is worth the effort. 


THE STAGES 

Your quest begins in the Big City and continues in The Forest. From 
there, you'll hop onto a Ship that takes you to The Jungle. Later, you’ll 
explore the Desert, an Airplane, an Iceberg and Rocky Valley. Your ultimate 
goal is to reach Donkey Kong’s Tower at the end of the game. Each of these 
stages contains numerous levels. 


CLASSIC FAVORITES 


All together now: They’re creepy and they’re kooky. And all together a lot 
of strange fun. The Addams Family, the macabre cartoon characters created 
by Charles Addams, first began running in “The New Yorker” in 1935. They 
went on to star in a successful television series in the mid-1960s, and then a 
series of big-ticket motion pictures brought them back to life in 1991. The 
video game followed the first movie. 

It seems that dear Uncle Fester has lost his memory, and is now under the 
control of Abigail Craven, who cravenly seeks to steal the Addams family 
fortune. With her gang, she sneaks into the mansion and imprisons Pugsley, 
Wednesday, Granny and the love of Gomez’s life, Morticia. It’s up to you to 
help Gomez free the Addams Five. £ 

Each time you rescue a member of The Addams Family, he or she will go 
to the Music Room and give Lurch the butler a piece of music to play. Once 
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all of the extended family has been regrouped, Lurch will play the entire 
song which will open up the secret passageway to the underground 
chambers where Morticia is held. 


POWER PLAYER HINTS 

The areas of the Mansion can be explored in any order you desire, 
although you will soon find that some areas are easier than others at first; 
build up your points, lives and hearts in the easy places before you put 
Gomez in serious danger. 

The Guardians are The Big Bird, The Sinister Centipedes and The 
Shape-Shifting Snowman. 

Look for the Switch Blocks; jump up and hit them to turn on or off 
platforms or other devices you will need to complete your exploration. Note 
that some of them need to be turned on, and others off. 

You can dispatch most bad guys by jumping on top of them, but this is not 
advised if the creature has a pointed head. 

Explore the walls and doors to find hidden doorways; sometimes their 
location is tipped off by an irregularity in the surface. 

Look for the boxes marked with an “A.” These are the home of The 
Thing. Touch them to reveal important clues. 

Going back through a door you came through does not always lead to the 
same place! 


SECRETS OF THE PROS 

Snap When You Wanna Snap. Press the L or R pads during the opening 
title music. 

More, Gomez. In the Lower Gallery, locate the bear rug that is not 
spewing out little bears. Walk right into the bear’s mouth to collect a bunch 
of special items including a trio of 1-Ups, a Heart and a Baseball. 

Start the game right by going into Pugsley’s secret den, which is full of 1- 
Ups and special items. Enter the house and then head all the way left 
behind the stairs, and then come back a bit to the right so that you are just 
to the right of the remaining life marker. Press the Up arrow and a hidden 
door will open. While you are inside, press the Up arrow regularly to open 
other hidden doors within the den. 

Go back outside and fly up high and then descend down through the 
chimney; clear that area for a bunch of 1-Ups and items and then rise up 
the chimney at the other side. But wait: immediately go back down the 
chimney and head to the left to find a spectacular treasure trove. 

Code Words. Here are a pair of codes that will take you a bit into the 
game: &1RIV or &1#RM. 
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And the following will take you deeper into the game: 


&IRRL 36 lives, 3 hearts 

D9RZ8 46 lives, 4 hearts, Fester rescued 

L6#GC 61 lives, 5 hearts, Granny rescued. Also, BDSXY. 

B6KGB 62 lives, 5 hearts, Granny and Pugsley rescued 

B&1&B 80 lives, 5 hearts, Granny and Pugsley rescued 

DGRGV 66 lives, 4 hearts, Fester and Wednesday rescued 

3G98&3 84 lives, 4 hearts, Fester, Pugsley and Wednesday rescued 

BLRXX 76 lives, 5 hearts, Wednesday, Pugsley, Granny and Fester 
rescued. Try also, BLKX8 for a similar zoom. 

BLKX8 70 lives , 5 hearts, Uncle Fester, Granny, Pugsley and 
Wednesday rescued. 


71117 100 lives, 3 hearts and a sword 

W111W 100 lives, 4 hearts and a sword 

21112 100 lives, 5 hearts and a sword 

BLS&P Walk into the music room and play through to the end of the 
game. 


Oh, and speaking of the Music Room: Don’t just do anything, stand 
there! Wait for the music to stop and the passage to the basement will open 
all by itself. 

But if you’d rather earn your way deep into the game, even if you start 
out with a bit of an advantage, use this code to begin with 99 extra lives: 
11111. (The counter will read 00, by the way, since it cannot register above 
99; as soon as you lose that first life, it will read 99.) 

And, finally, here is a super secret that gives you a bunch of extra lives 
when you continue: When you lose all of your lives, you will go to a 
Continue/Quit screen. Move your Gomez character to the left as if you were 
going to select Continue, but keep on moving him all the way off the screen. 
You'll find yourself in a secret room where you can collect four 1-Ups before 
you resume play. 


Hudson’s Adventure Island was one of the quiet superstars of the Nintendo 
world. Master Higgins didn’t get anything near the press of Mario and Luigi, 
but the game is cut from the same cloth and has its own devoted followers. 
The programmers of this game have done a very interesting thing: 
Instead of concocting an entirely new story and an entirely different style of 
game, they have instead chosen to update the classic Adventure Island 
challenge to take advantage of the capabilities of the Super Nintendo 


90 Ultimate Unauthorized Nintendo Super NES Game Strategies 


machine. The result is a very playable, very enjoyable and gorgeous 
challenge. Some of the graphics and animation are about as fine as 
anything we have seen on a home machine. 

Master Higgins is the official hero of the lovely but mysterious Adventure 
Island, in charge of maintaining the peace against all assaults. Once again 
he is called into action, and the insult is personal: He is out stargazing with 
his girlfriend Jeanie Jungle when the strange Dark Cloak arrives, turns 
Jeanie to stone, and spirits her away to his castle at Ice Mountain. 

Master Higgins must face a passel of strange creatures including Shelly, 
who hides within an innocent-looking rock; the Bloobs, who will try to 
bounce him out of a life; Skizzer, a flying dog who will follow him 
everywhere and get in the way, the Blue Reptilly, floating fire-breathing 
thingamabobs and Peppy the dashing penguin. 


POWER PLAYER HINTS 

Be sure to throw your current weapon all around the screen as you 
approach the end of each round—there is likely to be hidden fruit to be 
uncovered. In fact, it doesn’t hurt to toss your goodies around most 
everywhere you are, especially underwater and in the branches of the tree. 
You never know what you may uncover. 

Before you go into a bonus round, try to grab all of the fruit in the 
vicinity of the entrance. When you return from bonus-land, all of the an 
will have grown back and can be grabbed again. 


SUPER SECRETS 

Island of Your Dreams. Select your favorite starting world with this 
hidden code that starts from the title screen. Press Start and then wait for 
the title screen to come back and then press and hold the L pad, the Right 
arrow and X and then press Start. Select from the five available rounds. 


The poor people of Transylvania are caught between a Drac and a hard 
place. It seems that every 100 years the forces of Good grow weak and the 
forces of Evil strong. And guess who comes to visit: the dastardly dangerous 
demon Dracula. 

They could move away, we suppose, but they do have such a lovely view of 
the miasmal swamps and the creepy cemetery. 

Drac’s goal is to place all of the innocent people of Transylvania under 
his dark thumb, and he’s pretty good at it. And so are the programmers of 
the Castlevania video game series. There have been three previous NES 
games and two Game Boy challenges, all of them headless shoulders above 
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most other ghoul-arcade games. Castlevania IV, their latest and greatest 
Nintendo offering, features double-scrolling backgrounds and 
bloodcurdling sound effects. 


POWER PLAYER HINTS 

We're not going to crack any jokes about swinging a limp whip, okay? 
We'd like to, but this is a family-rated book. Anyhow, here’s the scoop: You 
already know that if you press the Y button, Simon will let loose his Mystical 
Whip straight as a rod. But try this: Press and hold down the Y button and 
the whip will fly out and then lie limp. When it is in that condition, you can 
use the arrow keys to flail it around. It won’t do as much damage as it would 
when it is taut, but it will work well in certain situations including times 
when Simon is surrounded by little enemies. The limp whip is useful against 
the purple hands that extend up from the floor of Level 2-1, for example. 

Simon can use his whip to knock down some of the fireballs and other 
weapons thrown at him by enemies. 

Be sure to explore on both sides of the fences; look for the gates that lead 
between the foreground and background. 

Don’t always assume that walls are as solid as they may appear. In this 
area, and elsewhere, you can open up hidden bonus areas by smashing 
boulders with your whip. 

Take advantage of your ability to change the assignment of commands. 
We recommend putting the Jump action on B and the Whip on A, leaving 
Special Item assigned to the R pad. 

If you make a mistake entering a password, select the empty square at the 
top of the screen and install it in the grid square with the error. 

The Morning Star has two stages of boost: the first time you pick up the 
Star you will gain a short chain; the second time a longer chain. 


SUPER SECRET 

Here’s a quick password into Level 2-1. Go to the Continue screen. Then 
press Start to skip over the name entry. Finally, select the Sacred Water icon 
and install it into just two places: the second and fourth boxes in the first 
vertical column. Everything else is blank. Press Start to go to 2-1. 


Wises 


W--- 
What? More! Okay, here are a few more codes: 


Alternate 
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Level 4 Level 4 Guardian 1 Level 6 
W--H ---W H--W W--A 

AW-H W W-- AH-H AW-H 
-A-A -W-A -W-H -A-A 

-W-- ---- HA-- WH-- 
Level 8 Stage A 

Zece ---H 

WW-- WH-- 

-W-W -H-H 

WW-- AW-- 


And here are a few more codes for truly intrepid Castlevaniacs who want 
to explore the second quest of the game. Once again, leave the password 
name blank and just enter the codes, as follows: 


Stage 1 Stage 2 Stage 3 Stage 4 Stage 5 
HAxP XÅXX xAxA xAxA xAxP 
AxxH Pxxx Px Pxxx PRR 
x Axx xAxx xAxXx xAxx xHxA 
xHxx Pexex % Hxxx Hxxx XXX 
Stage 6 Stage 7 Stage 8 Stage 9 Stage A 
XÅXxXX xAxH xAxx xAxA xAxx 
PPxx PHxx PREK PP XX Pex 
xHxA IEP xHxP xHxP xxxH 
PAXE XAXxXX PP ex HPX% AHxx 
Stage B Final Stage Dracula 
xAxA xAxP Hxxx 
Pxxx Jie ere AWxH 
xAxH FHS xWxx 
Mixx xHAx xxAx 


Whip through boulder walls to uncover the entrances to hidden rooms; 
you may find treasure troves of hearts and meat and other items. 

And here’s a secret for the very dedicated: In Level 9, hop on a treasure 
chest 255 times and the poor thing will finally give up and reward you with 
a pork chop. 


== 


Scorpion, one of video gaming’s most proficient one-man armies, has three 
times thrashed the evil Red Falcon. (Okay, sometimes it was a two-man army, 
with the assistance of his sweet buddy Mad Dog.) But that was then, and this 
is now: the year 2636. You are Jimbo and Sully, long-distant descendants of 
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the great fighters; Red Falcon, alas, is still alive and very nasty. 

Red Falcon has invaded Neo City and packed it with his nasty aliens. It’s 
up to you to keep the family name—and the family—alive. 

The game is divided into Side-view and Top-view stages. You'll carry a 
weapon in each hand; you can switch from one to the other with the X 
button. Shoot down the Weapon Wings to grab super weapons for the 
battles ahead. 

As with all of the previous games, there is no way to sugarcoat this: 
Pacifists need not apply for this conflict. Shoot at anything and everything. 


POWER PLAYER HINTS 
In the 2-player game, you can borrow a life from your partner by pressing 
the A button when you run out of lives. 


SUPER SECRET 

Au Contraire. Here’s a difficult way to select stages. From the player 
select screen, press quickly Left, Down, Down/Left, Left and Start. You’ll 
hear a humming sound if you’ve done it correctly. 

Contra 30. Here’s the way to start with 30 guns. From the player select 
screen, press Right, Down, Down/Right, Right and Start quickly. Listen for 
the scream! 

Two for One. And here’s a very interesting trick that allows you to use 
two weapons at the same time. First of all, you must have a controller pad 
with an automatic or manual rapid fire setting, like the Asciipad from 
Asciiware. Begin the game play and pick up two weapons and turn on the 
rapid fire for the X button. If your pad has an automatic rapid fire, the two 
weapons will continually switch back and forth; press the Y button to fire 
and your character will use both weapons. If your pad offers manual rapid 
fire, keep one finger on the X button while you press Y to fire. 

Here’s another twin-gun trick that also requires a turbofire controller: 
pick up two different weapons and press and hold down buttons B and X 
at the same time to fire both devices. (This trick will not work with the 
Flame Thrower.) 

Sounds Good. There is also a hidden Sound Test you may be able to 
bring forth; this was tested on a preproduction version of the game. From 
the title screen, press Right/Down quickly and rapidly press the X button 
until you hear a bell. Using a controller pad with a rapid fire setting for the 
X button might help. 

Spin Cycle. Use the L and R pads at the top of the controller to spin in 
stages two and four where the action is displayed in an overhead view. To 
rotate at double speed, tap the L or R button once very quickly, then hit it 
again and hold it. 
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Absolutely Unfair. Here’s your chance to shoot down aliens like fish in a 
barrel. In Stage Three, watch for the arrival of the large ship with a 
spotlight. When it appears, run to the left side of the screen and fire to the 
right; use the standard weapon or the Flame Thrower for best effect. Just 
stand there and keep firing: The stupid aliens will just keep jumping in 
front of your gun again and again. If you can stand it, just stay put with your 
finger on the Y button; or, hire your kid brother to do the job. Or, find some 
way to hold down the button while you go out and toss a baseball around in 
the yard for a while. After an hour or so, you will earn enough points and 
1-Ups to fully charge your fighter with the maximum of 29 lives. 


It’s half a millennium into the future, the year 2560 to be exact, and it’s 
Grand Prix time once again. This is, however, a road race unlike any we 
ancient people have ever seen. To begin with, there is no road: the race 
tracks are suspended in the sky about the cities and even way up higher 
among the asteroids. The vehicles are different, too: crosses between F-1 
racing cars of today and jet fighters cruising one foot above the “track” 
using anti-gravity magnetic floatation. And finally, the drivers are a different 
breed: Some of the wildest and least honorable outlaws of the universe seem 
to have taken refuge beneath racing helmets of the F-Zero Knight League. 

The various tracks of the league each have their own idiosyncracies: Some 
are particularly difficult in their layouts, while others are just plain rigged. 
You'll have to learn how to negotiate around anti-gravity guard beams, 
jumping pads and even hidden traps. 

Our hero is Captain Falcon, a good guy who plans to mix his racing 
exploits with a bit of intergalactic criminal bounty-hunting; that’s a good 
thing since the race is full of intergalactic criminals. They'll do everything 
they can to win the race—and knock you off the course. 


SHORT CUTS 

Nice try, but don’t use the jumping plates to cut across the course. You'll 
be penalized for any such wandering, perhaps even losing one of your 
vehicles. Instead, use the jumping plates to increase your progress within 
the course. 


POWER PLAYER HINTS 

The professional driver lets up on the gas going into a turn and pours it 
on coming out. À 

Use the L/R arrows to lean into the sharpest of turns. 

Use the Up arrow to bring a car back down to the course quicker when it 
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has vaulted into the air on a jump plate. The Down arrow makes the jumping 
distance longer. (Think of the arrows as pointing the nose of the car up or 
down: Up is in the forward direction and brings the nose down, while Down 
puts pressure on the rear of the vehicle and points the nose up.) 

Expert drivers say they don’t concentrate on the twists and turns of the 
track very much; instead, they park themselves just off the bumper of the 
computer-controlled car in front of them. 

The best use of the Super Jet is on a long straightaway where you will not 
have to give up some of your speed by braking on a turn. 

Don’t worry about recharging your power meter until it drops well below 
half; half a tank should be enough for most races. 

Save your nitro for the final lap for a short-term boost into the 
winners’ circle. 

The Fire Stingray always starts first in a race, although its acceleration is 
a bit sluggish. You can pick up a boost of speed by pulling in front of one of 
your competitors and letting them bounce into you. 

If you turn your vehicle around to face the wrong direction, an alarm will 
sound and a “Reverse” sign will appear on screen; you will have a short 
period of time in which to turn around. 

You won’t have much chance to study the small map at the lower left 
corner of the screen; press pause from time to time and note the location 
of yellow markers for pit zones, the grey for rough spots, and the blue for 
jump plates. 


Our buddy Sir Arthur is one of three most famous persistent professional 
purloined princess rescuers, right up there with Mario and Luigi. 

Sir Arthur is a heckuva nice knight. Years ago he defeated the phantoms 
of the Ghoul Realm and rescued Princess Guinevere (his sweetheart) and 
returned her to the throne. After that he took off on a well-deserved global 
vacation in search of powerful White Magic. 

Imagine Artie’s distress when he returns to find the kingdom is back in 
tumult! The Ghoul Realm has come back from the dead (from dead to living 
dead?) and has taken over. And, of course, the Princess has been kidnapped 
by the Emperor of Evil and held in the crypts of the Phantom Zone. 

So, put on your long underwear (more about this later) and strap on 
your armor and weapons. The very earth beneath your feet will split and 
heave, the seas will swell, and all of the devils of hell will snap at your feet as 
you head into battle. 

If you don’t like this game, we suggest you get someone to check your pulse. 
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POWER PLAYER HINTS 

Remember that you will lose the current weapon each time you pick up 
a new one. Therefore, don’t throw out a good one if you’re satisfied with it; 
avoid picking up a lesser weapon. 

Some of the weapons must perform all of their damage or magic before 
they can be used again; between uses you will be unarmed, so be ready to 
jump or duck out of the way. 

As the game begins, Arthur carries the Lance. To improve on that, move 
immediately all the way to the left and double jump to reveal a treasure 
chest with a new weapon. 

One of the most important skills is the Double Jump, which allows Arthur 
to jump further or reach enemies at unusual angles or locations. Press the 
B button once to jump and again when Arthur is in midair. Use the arrow 
keys for a midair reversal of direction. 

The contents of some of the treasure chests will change, depending on 
the type of armor that Arthur wears when he breaks them open. Arthur is 
only able to use magic spells when he is dressed in his Golden Armor; the 
type of magic spell available will depend on the current weapon. Look at the 
magic gauge box at the top of the screen. To use magic, press and hold the 
Y button until the spell appears in the box and then release the button. 

If Arthur bears a shield, magic spells will appear quicker in the magic gauge. 


SUPER SECRET 

Here are the keys to the ghoulish kingdom. Plug controllers into both 
ports. Go to the option screen and move the cursor so that Exit is selected. 
On the second controller, press and hold the L pad and Start; on the first 
controller, press Start. You will enter into a special screen that includes stage 
select and music and sound tests. 


Rats! They’ve invaded Krusty’s Fun House, and Bart Simpson can’t sit by 
and let this happen without getting involved. 

Here’s yet another installment in the strange procession of Bart Simpson 
and Simpson spin-off games; unlike most other sequels in video gamedom, 
each of these is different from the one before. 

The assignment here is to clear the Fun House of the rats by directing 
them to a single trap in each level. You'll move blocks to clear obstacles or 
create passageways, connect pipes or knock down walls. And if that’s not 
enough fun, Krusty will cream his strange pursuers with custard pies. 
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POWER PLAYER HINTS 

There is no indicator to tell you exactly how much damage Krusty has 
suffered at the hands of the strange creatures in the game. You can, though, 
get an indication by letting Krusty stand without moving for a while. If he’s 
smiling, he’s doing fine; if he’s breathing heavily, he’s not well. 

There’s no penalty for going too slowly, so take your time if you need 
to. However, you will receive a large bonus for completing your 
assignment quickly. 

Items can be stacked on top of each other or alongside each other to 
create a staircase. 


SUPER SECRETS 

Why didn’t you think of this one? The initial code, which will let you skip 
right over the first level, is BARTMAN. It shouldn’t be surprising, then, to 
learn that the next code stays more or less in the family: SMITHERS is the 
key to Level 3. The pass to Level 4 is SNOWBALL and the way to zoom to 
Level 5 and the cellar uses the patron saint of Springfield, JEBEDIAH. 

Here’s a back door code that opens all the doors of the fun house for 
unlimited practice sessions: enter a blank space and then JOSHUA and 
then another blank space. Press Start to begin the game. And there’s 
another bonus to this version: Any time you press the L and R pads at the 
same time, your supply of pies will be replenished. 


The Dragonbeast has laid his claws into the land, and has stolen away (you 
guessed it) the princess of Horo-Horo. That’s where you come in, as the 
hero of this huge and complex game that goes way beyond its very familiar 
opening story. 

You will play as either Kid Ying, the young and spunky mystic ninja, or as 
the older and wiser Dr. Yang, the ninja teacher. Controller 1 will play the 
role of Kid Ying; Controller 2 will operate Dr. Yang. 

Most of the ten game levels are divided into two different zones. Warlock 
Zone I is a combat sequence, in which you'll battle against wave after wave 
of enemies controlled by the Silver Serpent, part of the Dragonbeast’s army. 
Each time you defeat an enemy, pick up the golden coins or sinjin items he 
leaves behind. You will also be able to enter shops and other unusual 
elements of the town to purchase weapons, learn new fighting skills or 
uncover critical clues. 

In Warlock Zone II of each level, you will be able to use the information 
you’ve gathered to solve problems as well as face even more difficult 
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enemies. Before you enter the second zone, you will meet one of the mystic 
spirits; you'll have the option of fighting on alone, or going together against 
the next challenge. 


POWER PLAYER HINTS 

There are three nice ladies—Miss Prissyan, Ginsu Granny and Ramona 
Kamona—scattered among the various evildoers you will meet. Be nice to 
them and they will bestow bonus points; be nasty and it will cost you. 


SUPER SECRET 

Payday for the Ninja comes at the various Lottery Huts spread out 
through the land. A ticket will cost you $100, with prizes of $0, $50, $200 
and $1,000. The way we figure it, you stand a 25 percent chance of losing all 
your money and 25 percent chance of losing half your money. 

Here’s a way to reduce your risk of loss: When the drawing begins, press 
the B button repeatedly and quickly. You are sure to win at least $50, and 
possibly one of the bigger prizes. 

A secret exit will appear when you dispatch all of the egghead guards in 
the grandstand of Level 2. 

To defeat the Dragon Boss of Level 2, climb the mast and knock down the 
lanterns first. 

Here are a bunch of codes. The first set will bring you into locations 
without a lot of sometimes important baggage. The last, more complex set, 
make you even better equipped. 


CODES ^ equals DELTA * equals HEART 
Dr. Yang. Kid Ying Two-player 
Zone 1 VyNKKK ^L&lpl 12-;/:2 
Zone 2 1t”>D< h8HTYX or ^Lllxl 3jz20”; 
Zone 3 vYH%9% +ZH676 or j/p?N? vV102!/ 
Zone 4 66V!?! zdh1‘1 or 20Y7;7 n*xBGby 
Zone 5 K4dJgJ <q!t4t or $wh:J: &5L=*@5 
Zone 6 dzg+P+ W:qLXL or x&T^>^ QPwmk5R 
Zone 7 LAMQqQ PJ?VtV or k=”RdR ! =" 
Zone 8 j/>?$? Z+<HWH or :Wd3+3 ^?lkm9J 
Zone 9 DNb$%$ q<h@I@ or H-WNxN t#^97Rv 
Zone III: Zone VII: Zone VIII: 
L?9ym “pt;: %/Pj# 'b%44 VBv@v Yyt4* kXXnL >n:/W dJLhz 
'b%44 VBv@v Yyt4* qydVH -6wTn kqwz? 


46jtt <z5## nbj54 
L Zz 
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Here’s a magical mystical code that will give you an unlimited supply of 
hamburgers (never mind what the screen says). You will start in the 
Amusement Park. By the way, we suspect that an enterprising gamer could 
modify this code to supply burgers in other zones: 

vxZ++ lh:0Y nn3+! 

$T+KK hG:!< +!4+X0 


From out of the mists of the past comes a super sequel for the Super 
Nintendo: The Legend of Zelda: A Link to the Past. Our little hero Link, 
the intrepid adventurer and swordsman, is once again called forth to save 
the people of Hyrule and rescue Zelda, the princess. The new story is more 
complex, more colorful, more fun than ever before, but fans of Nintendo 
NES classics The Legend of Zelda and Zelda II—The Adventure of Link will 
feel right at home in Hyrule. 

It seems that a mysterious wizard called Agahnim has saved Hyrule from 
all sorts of natural disasters; that’s the good news. The bad news is that the 
people begin to realize that there is something evil going on within Hyrule 
Castle. It seems that Agahnim is attempting to open a hidden gate between 
Hyrule and the ultra-evil Dark World! 

And, alas, Zelda has been kidnapped once more. She manages to contact 
Link by telepathic message, and gives him instructions that lead to her 
rescue. But freeing the princess is only the start of this huge adventure— 
Agahnim is still at large and dangerous. And he has captured the 
descendants of the seven wise men of ancient Hyrulian legend, and has 
imprisoned them within Crystals that he has hidden in the Dark World. 

That Dark World is a twisted mirror image of Hyrule, which is also known 
as the Light World. Things are not quite the same as they are above 
ground—in fact, the keys to many of the mysteries of the game can be found 
in examining the differences. Link will transport back and forth between 
the Dark and Light sides using hidden portals and his Magic Mirror. 

Throughout the adventure you will be guided by the people you meet. 
And you will have access to an impressive map of the Overworld and 
Underworld to help you in your quest. 

In order to defeat Agahnim, you will need to obtain and power up the 
Master Sword; before you can do that, you'll need to collect the three 
Pendants of Power, hidden in various difficult spots. 


POWER PLAYER HINTS 
Look down a hole before you enter one; if you can see the level below, it’s 
safe to jump in. If it’s a bottomless hole, stay away. 
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When you're lost and alone, find a fortune teller. 

When you exit a dungeon, all of the special items within pots are 
restored. Reenter for a second dose. 

Here are a few interesting things to try if you are stuck within a dungeon: 
Shoot a statue in the eye with an arrow; pull on a statue’s tongue; or push 
or pull a statue. You can also knock down a wall with a running attack, blow 
up a wall or ceiling with a bomb, or push a block into a pit. 


SUPER SECRET 

There are all sorts of hidden ways to max out your rupee collection. For 
example, in the Lost Woods (in the northwest or upper left corner) of the 
Overworld you'll find a hollow log at the top of the screen. Enter into the 
log,to find a room with a thief who will offer to sell you a chest for 100 
rupees; buy one and you will find as many as 300 rupees within. And, you 
can come in and out of the secret room as many times as you want to 
increase your supply of cash. Remember, though, that you can carry no 
more than 999 rupees. 

To find the Quake Medallion, throw something into the circle of stones 
that marks the source of the river in the Dark World. 

Return to the Bomb Shop later in the game, say after you have cleared 
dungeon six. This time the Bomb Boy will offer you a super-duper Super 
Bomb for a mere 100 rupees. Use it to blow open the pyramid to uncover 
the Faerie within; she will upgrade your quiver of arrows to Silver Arrows. 


Here’s your chance to earn your wings. Also your belt and parachute. 

Pilotwings is an unusual flying simulation game that requires more than 
the usual amount of attention to detail from the player. You'll face 
increasingly difficult levels of challenge in piloting a light plane to landing 
at a small airstrip, skydiving from a helicopter onto a target, flying a 
rocketbelt, swooshing through the air in a hang glider and piloting a 
military helicopter. 

You'll really have to give some thought to the principles of aeronautics; 
the angle of your body as you plummet to earth or the angle of your wings 
as you come in for a landing will directly affect your performance. 

The game makes good use of stereo sound to indicate changes in 
direction and wind; a stereo television or headphones will enhance your 
play. The button assignments for each of the different events within the 
game differ from each other. 
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POWER PLAYER HINTS 

You will score the most points when you land an aircraft nearest the 
center white line on the runway. No points are given for landings that miss 
the runway or stop past or to the left or right of the white line. Bouncing 
after touching down will cost you points. 

If you come in for a light airplane landing too fast, or are off line, you can 
try for a “go-around.” Apply full power and point the nose of the plane up 
to clear the end of the runway and then carefully steer around to the left or 
right and make another approach. You can keep flying for as long as you 
have sufficient fuel. In the simpler light plane assignments, try to avoid 
pressing the left or right arrows as you come in for a landing; concentrate 
entirely on adjusting your altitude, lining up to fly through or touch the 
instrument landing globes. 

In the skydiving competition, if you do not touch the controls at all at the 
start you will pass through the first two rings and be in a good location for 
the third. 

There is a secret expert course for pilots who reach the fourth, gold 
license level. 

You'll zoom directly to a bonus stage if you can manage to maneuver your 
steerable parachute or jet pack into a landing on a moving target. 3 

Expert chutists say they like to spiral in for a landing, using the bull’s-eye 
rings as a pattern. 

In advanced hang glider assignments you may have to ride two or more 
thermal currents to reach the proper height; once you’ve accomplished 
that, steer out over the sea and circle a bit while you lose altitude. 

The white dot in the center of the radar gauge is your present location. 
When the target is near, a red dot will appear on the gauge; move so that 
the white and red dots come together. A red band will glow around a 
portion of the gauge when the target is out of radar range; the position of 
the band shows the direction to move. Finally, the same gauge has a sweep 
hand that shows the current wind direction. 


SUPER SECRETS 

Around the world in a daze. Here’s a tricky trick for use in one of the 
bonus flights of the Hang Glider mode (accessible by landing on the 
Skydiving platform). When you take your bonus flight, press the A button 
repeatedly and fly far out to sea. It helps a great deal to have a controller 
with a turbo switch. Keep flying and you will circle the globe and return to 
the place you began. Why? Why not! 
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Here are some codes for the advanced sections of Pilotwings. 


Area 2 985206 Area 3 394391 
Area 4 520771 Area 5 400718 
Area 6 773224 Area 7 165411 
Area 8 760357 Area 9 760357 
Helicopter 1 108048 Helicopter 2 882943 


Everyone dreams of playing God; here’s your chance. 

Populous is an extremely complex simulation of one view of the way the 
world works. You assume the role of a Supreme Being, able to shape life— 
raise land from the sea, develop farm land, unleash volcanic eruptions and 
earthquakes—and also encourage the establishment of new settlements 
(and new babies). 

There is also, alas, Evil. And since you are the head honcho, it will be up 
to you to direct your faithful followers in strategies to establish the 
supremacy of Good. 

This game is not an arcade shoot-em-up; the excitement comes from the 
recognition of a god-like job well done. The instruction manual is full of 
reference detail, although it is missing a section we'd like to see: How to play 
the game. Read it through carefully and also spend the time to watch the 
onscreen demo that will appear after you turn on the game but touch no 
buttons on the control pad. 


POWER PLAYER HINTS 

Playing It Straight. On the Game Play screen, the cursor will move on the 
diagonal, parallel to the sides of the Close-up Map (which is slanted on the 
screen). If you would prefer the cursor to move straight up, down, left or 
right, select the Cursor icon and press the A button; to return the cursor to 
diagonal movements, select Cursor again and press the A button one more 
time. Press the Select button to return from the Cursor icon to the game. 

Agricultural Extension. Raising and lowering land is the most important 
Supreme Power command. The only place your people can grow crops and 
increase their wealth and your power is on flat land. 

First Class Travel. If you have collected a bunch of Manna, you can zoom 
any pre-castle civilization right to the most advanced level on its world or 
geographic position. To do so, move the crosshair onto the settlement and 
press the X button. (You can zoom to non-castle settlements by pressing the 
Y button.) 

Write It Down. When you conquer a world, be sure to obtain the name 


Classic Favorites 103 


of the next world in the game, even if you don’t plan to take it on right now. 
Write down the name of the new world and use it as a password the next 
time you play. 


SECRETS OF THE PROS! 

Starting Out. When you begin the game, you have only a small supply of 
Manna, which will quickly run out if you try to throw around your power a 
bit. One of the first things you should do, then, is to make a castle to 
generate more Manna, which you can use to flatten the land and earn more 
manna and so on. 

Building Down. Once you have built your castle, create more Walkers by 
“building down.” Remove a square of land right next to the castle. This will 
reduce the amount of farm land for the castle and make it a smaller 
building. A Walker will most likely leave the Castle now and settle 
somewhere else, and you will end up with two settlements. Now go back and 
replace the land you removed to restore your castle to full size. This 
technique is called “sprogging.” 

Building Up. Build up twice on the same spot and then remove the top 
point; this will produce an area of nine flat squares, using only three 
button pushes. 

Adding Smarts. Each Walker has a bit of intelligence; some have more 
than others. They build smarts based on the number of times they have left 
a settlement and the technology they have acquired. A less smart Walker will 
waste a lot of time circling a large castle in search of land to settle on; a 
smarter guy will be able to look five or six squares ahead. 

Shielding. Another important move at the start of the game is to locate 
your opponent's leader and put the shield on him. Keep an eye on him, and 
if he starts to become too powerful, swamp or drown him. 

Landscaping. Grass is the easiest terrain to move about on; on ice and in 
the desert, Walkers can only move a short distance before they die. On ice, 
by the way, a tent will produce the same amount of Mannaas a castle would, 
so don’t waste time on constructing larger buildings. 

Creating Havoc. Volcanoes are among the worst things you can do to the 
forces of Evil. Raise a volcano two or three times if you can. If your 
opponent pops one on you, don’t waste time building down the area. 
Instead call forth your own Earthquake to flatten the region and then 
remove the rocks. 

Watery Life. Floods can completely change your fortunes in the game. 
Before you bring one forth, be sure that you have as many as possible of 
your people two levels up from sea level. If the forces of Evil flood the world, 
concentrate on first saving as many of your people as you can and then set 
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about raising some land for them. 

Watery Grave. Knights are especially effective if they have been created 
from a Leader at his strongest power level and equipped with the greatest 
weapons factor. The best way to defeat an Evil Knight is to put a swamp right 
under him. 

Advanced Strategy. Build up the strength of your leader. Here’s one way: 
Place the Papal Magnet in one of your own castles and then select the Go to 
Papal Magnet command. When your leader is joined by followers, his weapons 
level will increase. Change him into a Knight when he is at the highest power. 

Use your Leader to create settlements; he can do it quicker than a mere 
Walker. 

You can use your Leader as a fighter. Place the Papal Magnet in the 
building you want to attack and then select Go to Papal Magnet. The Leader 
will head to the magnet and go into battle if necessary and settle any 
buildings he conquers. Then move the magnet to the next target. Using this 
strategy, be careful not to depopulate your own lands or to let the enemy 
concentrate too much on building its own population. 

When you fight an enemy knight, try creating many small buildings near 
him to weaken him and slow him down. Building through the hills also 
slows attacking knights. Use this to your benefit as a defensive measure: Put 
your castles at the back of your land with a buffer of small settlements in 
front of them. 

Perfect the art of multi-sprogging. Reduce the size of large castles to flush 
out a Walker and create more settlements. 

You can try to out-psych the computer opponent by looking at the 
options it is allowed and make your own decisions based on this 
intelligence. For example, if it is likely to use floods as a weapon, be sure to 
build higher. 

Swamps are powerful weapons that can reduce your enemy’s population 
level. If your Leader is swamped, place your magnet in an area of land that 
has small hills and is not likely to be swamped. Your people will come to the 
magnet. The computer will try to swamp again, but to no effect except to 
waste Manna. 

The most powerful weapons for various terrains are: 

Grass. Sword Rocky Terrain. Sword 
Desert. Ball and chain Ice. No weapons 

When you first begin playing God, you will face a very weak Evil. 
Concentrate on building up high, flat and farmable land for your people so 
that they can grow. Use floods to reduce the population of evil-doers. 

On ice, a tent will produce the same amount of Manna as a castle would, 
so don’t waste time on constructing larger buildings. 
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SUPER SECRETS 
Popular Passwords. Here is a selection from the hundreds of passwords 
and worlds of Populous: 


E51D2T5RY Sillyland, Level 342. S1D2LD Piglet, Level 325. 
N2M4J5B Bit Plains, Level 409. V4RY5ZL2N Desert, Level 988. 
J5S2N5ND Sillyland, Level 244. B2L41H5L4 Francais, Level 586. 
K2LL3M4 Cakeland, Level 72. B2NGBPIL Rock and Lava, Level 712. 


SC51SM4T Grassy Plains, Lefel 375. H5B4P1L Japanesque, Level 900. 


Remember Me? If you leave a Walker waving his hand too long—about 
1,000 waves, actually—he’ll bring forth a pestilence of worms, snails and 
other creepy crawlers. They move in straight lines and will change perfectly 
good land into swamps. 

Take a Deep Breath and Then Warp. Here’s a complex way to warp to 
any stage. Start by selecting the Conquest game and then choose the Pause 
icon. Move your cursor onto the world map, hold down L and press A. 
Release the buttons and then hold down the R pad and push and release Y, 
B, X, A and Select. Now release R and select Armageddon. Enter the Setup 
menu and choose Conquest. From within the Conquest menu, press the X 
and B buttons to select a level. 


TEE 


Congratulations, your honor. Here are the keys to the city! 

Well, yes, we know there are a few problems here and there: flooding in 
the lowlands, power outages at the industrial park, a crime spree in 
downtown, a plane crash out near the airport, a shipwreck in the harbor 
and highways with more potholes than asphalt. But, hey, that’s why they pay 
you the big bucks. 

SimCity is the most complex, entertaining and realistic of all of the 
simulation games for home video we have ever seen. It is a much more 
realistic and varying version than the strange simulation of the popular 
Populous game. 

In the basic “game” of SimCity, you begin with a blank piece of land 
with lakes, harbors and trees. Your first job is to lay out the broad outlines 
of a city—residential, commercial and industrial zones. You’ll need to 
install roadways and railroad tracks, police stations, fire stations and other 
pieces of the infrastructure. And you'll need a power plant and a grid of 
electrical wires. 

As mayor, you will have to deal with the demands of your constituents for 
less “serious” items like amusement parks, zoos, parks, fountains and 


106 Ultimate Unauthorized Nintendo Super NES Game Strategies 


libraries. You'll also have to be prepared for natural and unnatural disasters 
including fires, flooding, plane crashes and traffic jams. 

We stepped away from the machine for a while and came back an hour 
later to find that our population had dropped from 52,000 to 17,000: A 
tornado had ripped through a corner of the city taking down power lines, 
and the Sims—the residents of our fair city—had fled in the night. 

You'll spend a lot of your time visually wandering over the huge SimCity 
layout in search of problems. You can also consult a large array of graphs 
and maps that will point out areas of the city with traffic problems, power 
shortages, high crime rates and other important elements of modern life. 
Fix traffic headaches with new roads or rails, build new power plants and 
police stations as needed. 

The SimCity game includes 999 pre-designed maps of virgin territory 
waiting your development. (See “Super Secrets” for the key to 999 more.) 


POWER PLAYER HINTS 

Don’t grow too fast; it’s better to keep a bit of money in the bank for 
emergencies. 

Power is key to development; no industries or commercial operations can 
run without being linked to the electrical grid. Place your dangerous, 
polluting power plants in a far corner of the city and run your power lines 
where they are needed. Extra power plants may seem like an extravagance, 
but they will come in very handy if there is an emergency like a fire or plane 
crash; so, too, you may want to have redundant power lines to some parts of 
the city. 

Mass transit is more efficient and better for development than solitary 
roads; in fact, you can construct an entire city without benefit of asphalt. Be 
sure to extend some kind of transportation to any zones you create. Link 
any industrial or commercial zones with residential areas by railroad or road 
so that little Sim-commuters can get to work. 

Sooner or later, you’re going to need mass transit to solve traffic snarls. 
So you might as well start out with railroads instead of endless roadways that 
may have to be bulldozed in the name of progress. Remember, though, that 
you will have to pay the annual maintenance costs for each segment of road 
or track; one strategy calls for building your city densely at the start and 
going farther afield later on. 

If you run short of scratch, you can visit the SimCity Savings and Loan 
and take out a loan of $10,000. You'll pay it off at $500 per year for 21 years, 
which is not a bad interest rate. 

If you place ‘your zones next to each other, the power grid will 
automatically extend from one to another, saving the expense of erecting 
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poles and lines. You don’t want to put residential zones next to industrial 
areas, and not all residential areas should be cheek-to-jowl with commercial 
zones, either. 

Construct airports, seaports and stadiums when your city is flourishing. 
Zones, roads and other installations cannot be moved; the only way to reuse 
a piece of land is to bulldoze it. 

You can work with one of the pre-drawn cities in the Scenario mode 
without having to solve the pressing problems they face by selecting a 
scenario and then immediately saving it as a city. When you reload the city, 
the impending disaster is gone. You may want to disable Disasters on the 
Disasters menu to prevent a new problem from cropping up. 

Dr. Wright or other benefactors will bestow special gifts on your city from 
time to time. Most will increase the value of your city. Here are some of the 
special gifts and when you can expect to receive them: 

Bank. SimCity Savings and Loan will open a branch office when your 
population reaches 10,000, and if the city coffers hold less than $2,000. 

Expo. When SimCity reaches Capitol status with at least 50,000 citizens, 
a harbor and an airport, you'll have the chance to host an international fair, 
which will bring honor and prosperity to your fair city, along with $100 in 
extra income because of increased industrial development. 

Fountain. Happy 50th anniversary! Place the fountain in a commercial 
area to encourage further growth; it will bring $100 in extra income. 

Landfill. That garbage has to go somewhere, and a landfill will be 
developed over the water when the city begins to fill up available space 
when there are just 150, 100, 50 and finally 30 zones left. 

Library. Schools will develop automatically in residential areas. When 
there are three, six or nine schools constructed, a library will be necessary 
and offered. Libraries will bring in $100 in extra income. 

Municipal Zoo. When you have a population of 10,000 and have given 
your people a sports stadium, you will be offered a zoo. Another zoo will be 
available when you have constructed three stadiums. Place the zoo near 
residential or commercial areas. Draws $100 in extra income. 

Police and Fire Headquarters. A headquarters building will be offered 
each time there are 6, 12 or 18 police or fire stations. Each HQ will cover an 
area one-and-a-half times as large as a regular station. 

Railroad Station. The first station will be built once 50 sections of track 
have been installed; a second station will arrive after 200 pieces of track are 
in place. Nearby commercial areas will thrive. Worth $100 in extra income. 

Windmill. SimCity’s sister city is located in the Netherlands; the friendly 
folk there will send over an attractive windmill once you have established 
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150 zones; a second windmill will arrive when 500 zones are in place. Worth 
$100 in income. 

And finally, there is the essentially worthless but exciting gift of a statue 
of Mario, awarded when your city reaches the Megalopolis stage with a 
population of 500,000. 


SUPER SECRETS 

Saving City Space. Every big city does require major installations like 
airports, sports stadiums and harbors. But these also take up a lot of real 
estate. Here’s a way to reduce their size without reducing their effectiveness, 
if you can react very quickly. 

Watch for an airplane cruising the sky above one of these large 
installations and then quickly choose the Disaster icon. If you do it correctly, 
the airplane will crash on the structure you have selected. Most of the time, 
the resulting fire will leave some part of the structure still standing; as long 
as one section still stands, the facility will still be effective and other 
buildings can be constructed in the area. 

Tax Advice. Here’s a way to save on taxes: At the end of any year, work 
out your budget for the coming year but then immediately save your game 
and reload it. You will return to the game and find that the transportation, 
police and fire departments will give you a free ride for the coming year. You 
can do this over and over again; they’ll never catch on, and you can spend 
the money set aside for municipal services on new developments instead. 

Is 999 Too Small a Challenge for You? There are officially “only” 999 
different maps of undeveloped land in SimCity. Here’s a way to uncover 
twice as many. Select “Start New City” and then choose any map number 
and OK it to start the game. Now select the Go to Menu icon from the top 
of the screen and choose Start New City without saving the current map. Sit 
and wait a short period of time and the map will change (although the 
indicated number will not). 

Cheating Your Way to Success, Part 1. And finally, here’s a not-quite legal 
way to boost your bank account to a nice, odd $999,999. Spend all of the 
money in your account and wait for December. When the Tax screen 
appears, press and hold the L pad and leave the screen. Now return to the 
Tax screen (still holding L) and raise all funding levels to 100 percent. 

Cheating Your Way to Success, Part 2. But wait, here’s one more way to 
cheat your way to almost limitless funds. Start out by filling your screen with 
police and fire departments at the beginning of the game. Put them one 
next to another and spend your way as close to 0 as you can. Now wait for the 
fiscal report to appear at the end of the year; when it does, press and hold 
the L and R pads and exit the screen. Don’t let go of the buttons yet. When 
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you return to the main screen, you will notice that the year has not changed. 
Go back to the fiscal screen (still holding L and R) and increase all funding 
for the police, fire and transportation departments by 100 percent. Pay no 
attention to the fact that the budget has gone into the negative—politicians 
don’t worry about such things. Return once more to the main screen and let 
loose of the L and R buttons. The year will change, but your wallet will be fat. 
You can repeat this trick if needed later in the game. 

Xing out those Xs. Each time you complete one of the preordained 
scenarios, the program will place a red X across its icon. Here’s a way to 
remove the Xs. Be aware, though: doing so will also erase any saved games! 

To blot out the Xs, press and hold the B button, L and R pads, Select and 
then Start at the same time. 


It’s still the same old story, a fight for love and glory: it’s round seven of the 
adventures of a pair of tough hombres, brothers Billy and Jimmy Lee. 
Sometimes they fight alone, sometimes they fight together and sometimes 
they fight each other. 

Marian, a beautiful policewoman, is a student of kung fu and part-time 
instructor at the martial arts training school run by the brothers Lee. 
Investigating a narcotics ring, she attempts to infiltrate the ruthless Black 
Shadow Warriors criminal mob. 


TOP SECRET 

Here’s a somewhat complex way to fight your way to unlimited continues 
in a two-player game. You'll need two controllers plugged into your control 
deck, of course. 

Press Start on Controller 1 and go to the Mode Select screen and select 
the two-player Mode A game. Play the game until each of the players has 
only one credit left; if one player has more lives than the other, you'll have 
to sacrifice lives to bring them both down to 1 remaining. 

Now, when the final life is lost and the game asks if you want to continue, 
press Start at the same time on both controllers. 

Go back into the game and proceed as normal. If you’ve done it right, the 
next time you see the Continue screen, you will see that you have 7 
Continues. If you go through those seven without beating the game, just 
repeat the process (bringing both players to 1 credit and pressing Start) to 
restock your credits. 
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Bingo! Welcome to the year 1999, where life and television have merged 
together to bring us this lovely development: Smash TV. It’s a television 
game show that pits one or two contestants in a battle to the death for 
fabulous prizes including toasters, microwave ovens, sports cars and 
vacation trips. 

You'll carry missiles, spread guns, grenades, saw blades, shields and even 
a portable room-sized nuclear weapon. The game is a direct adaptation of 
the arcade smash hit, and one of the best exploitations of the technical 
abilities of the Super NES. 

The view is from a camera way above the action, which gives an excellent 
viewpoint, although the characters and weapons are rather small on screen. 
The enemies will come at you from all directions; keep your finger pressing 
the Fire button at all times. 

The controls in Smash TV work a bit differently from most other video 
games. The four fire buttons are used to shoot up, down, left or right. You 
can also fire on the diagonal by pressing two buttons at once—for example, 
the Y and B buttons to fire in the down and left diagonal direction. 

Four bizarre bosses wait deep within each of the levels: Mutoid Man is the 
half mutant/half battle tank boss of Round 1; Scarface is ugly and mean 
and...boss of Round 2; Cobra Head is king of the snakes and leader of Round 
3, and The Game Show Host with the Most is the most dangerous of them all 
when you get near the Pleasure Dome at the end of the game in Round 4. 


POWER PLAYER HINTS 

Move out of a room you have cleared immediately; if you stick around to 
admire your success you may fall victim to a sneak attack from your 
vanquished victims. 

The bonus prize room is filled with gifts. Grab all that you can, but watch 
out for the land mines that are hidden among them. 

When you can manage to collect ten keys, you can use them to open a 
secret room. Try all of the locked exits and keep trying until one opens. 

You can only use one kind of weapon at a time. Therefore if you are happy 
with the device you currently have, don’t pick up a new weapon icon. Power- 
ups like speed boosts or mobile forcefields can be used along with weapons. 

Though two players can cooperate all the way through the four levels of 
challenge in the game, only one of them will end up as the Grand 
Champion with the highest score. That player alone will gain entrance to 
the ultimate goal of the game, the Pleasure Dome. 

Watch out for the cannons that occupy the corners of some of the levels— 
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they will lay down a lethal crossfire. Avoid the projectiles they fire and land 
about a dozen or so direct hits on each cannon to remove them from the set 
so you can concentrate on the dozens of other enemies on the screen. 


SUPER SECRET 

Bingo! Here’s the secret route to stage selection. From the Option 
screen, press Right, Right, Up, Down, the R pad and then the L pad. You 
will hear “Bingo” if you’ve done it right. Choose a one- or two-player game 
and press Start, and the next screen you will see will offer you stage 
selection. The Circuit Warp menu lists all three circuits, the battles with the 
circuit leaders, the final battle and the credits. Use the Up or Down arrows 
to highlight your choice and then press the Start button to select it. 

Hide Out! Here’s an extension to the same code that allows you to skip 
through levels without fighting at all. Enter the above code to the stage 
select screen and choose where you want to begin the game. Now, before 
you go through the door into the next room to begin the action, press and 
hold the Select button. When you do go through the door, the room will be 
empty. Stick around for a few moments and you will hear the announcer say, 
“Let’s Go!” and the exit doors will open. Press and hold Select and you will 
be able to move through empty rooms as far as you want. 

Power Up! Here’s the key to increasing your lives and credits a bit. Press 
Start and go to the player option screen. Use the down arrow to highlight 
the “Skill” indicator. Press and hold the L pad, then press and hold the R 
pad and press the Up arrow. If you’ve done it correctly, you will hear the 
computer announce “Bingo!” The screen will change to a listing of lives and 
credits; use the arrow keys to increase the numbers. 

Options! Here’s an alternate route to the options screen; From the One 
Player/Two Player select screen, press Down, L, R, Up 

Listen Up! There is also a hidden sound test in the game that works in a 
similar fashion. Go to the player option screen and press the following 
buttons on the controller: L, R, L, Land R. (Be sure to use the L and R pads 
on the top of the controller.) You will hear “Bingo!” from the computer and 
the screen will change to a sound test screen. 

Credit Up! Who are the warped folk behind this strange game? We’re glad 
you asked. To see some of the names of the programmers, do the following 
at the start of the game when the name of the developer, Beam Software, is 
displayed: Press and hold the L and R pads and then press the B button. 

Secret Rooms! There are at least three secret rooms hidden away in this 
game; if there are any others, they’re still hidden to us. 

Each of the secret rooms lies behind an unlit exit door. Look for the first 
one in the Total Carnage room, in the bottom right corner of Arena 1. 
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Clear the enemies and then exit to the right. The secret room here is a 
cakewalk: all prizes and not a boobytrap or enemy is in sight. 

The second secret room is found near the room called Buffalo Herd 
Nearby!, located in the bottom right corner of Arena 1. Once again, clear 
the enemies and exit to the right for more goodies. 

The third secret room is off the room called (duh!) Secret Rooms 
Nearby! in the lower right corner of Arena 3. And yes, you head to the right. 

It’s a Pleasure! The end of the game is reached, appropriately enough, 
just past the last room of Arena 3, two rooms to the right of Cobra Death. 

Now comes the moment of truth: You must have collected at least 10 keys 
in order to gain entrance. The entrance room will be called You Have Enough 
Keys! if you have enough keys; it will be labelled Not Enough Keys if...well, 
you get the idea. You'll have to defeat this very difficult room first and then 
two exits will light up. Choose the lower one to enter the Pleasure Dome. 


You’re about to use—and lose—your mind. Wordtris combines the best of 
Scrabble and Tetris in a puzzle game for spellers of all ages. Like most any 
“classic,” this game is elegant in its simplicity and downright addictive. 

Your goal is to arrange the tumbling letters of the alphabet into words 
across or up and down. There is a time limit in some of the modes of the 
game, as well as other maddening options. And you can enjoy the game in 
a friendly two-player cooperative mode or in a maddeningly intense dog-eat- 
dog simultaneous competitive mode. We’re still shaking... 


POWER PLAYER HINTS 

Remember that this is at heart a spelling game. Try not to let yourself be 
caught in impossible situations. Be careful which letters you put in the farthest 
right column—t is very difficult to end a word with a Q or J, for example. 

Remember common and essential letter combinations, like QU, CK, ST 
and so on. And park an S at the end of a word in formation to pick up extra 
points for the plural version. 

The computer may steal away your long words if you inadvertently spell 
shorter words within them. For example, you’re not going to be able to 
construct EGGPLANT without forming either EGG or PLANT first, with the 
resulting removal of those letters. Similarly, PEACE contains the word PEA, 
and ORANGE includes RAN in the middle. In those cases, you’ll want to 
leave a vowel as the last letter to complete the word. 

Use the Cherry Bombs and Acid Beakers to clear the screen of 
bothersome letters. 


MINI HINTS from A TO Z 


What you're about to read is one of the biggest collections of game hints 
ever published in one place. We've taken dozens of your favorite Super NES 
games and compiled special Mini Hints, many of which include special 
passwords, codes and other tips that'll help you become the ultimate 
video gamer. 


Where’d I Put That Book? One of the keys to success in this complex RPG 
is to locate the Scrolls of Life, each of which is worth an extra player. Here 
are the locations of a few: 

Bloodpool. Change the color of the lake back to blue, and then make it 
rain on the lake. 

Kasandora. Uncover the pyramid and let loose an earthquake. 

Fillmore. Go deep-sea fishing. 


1s 
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Northwall. Direct a bolt of lightning at the tree with initials carved into 
its trunk. 

Under Construction. When you are in the Simulation mode, don’t be in 
such a rush to leave the land even if all of the monsters and the mini-boss 
at the end of the stage have been cleared. Stick around and build roads 
everywhere you can, and work to upgrade all of your houses to Level 3 while 
you can do so in peace. 

Destroy any rocks you can with your lightning bolts—they may reveal 
something of value. So, too, can earthquakes turn up things of interest. 

Use the skull to destroy a lair you cannot otherwise reach. 

Be Good. Any chance you receive to raise the level of your population will 
pay off in increased fighting ability, improved quality of life and Spell Points. 

Listen to the People You Meet. Use the hints they provide; go back and 
talk to them again if necessary. 

Who’s Bad? There’s a secret Pro mode within the game for super players. 
The bad guys are badder than ever, and you will not be able to use magic. 
To get there, press Select twice at the end of a game you have completed. 
The new menu will include a listing called Professional! Select it if you dare. 

Who’s Pro? Another route to a series of challenges in only the action 
scenes comes after you have completed the game. Go to the title screen and 
press Down until you enter the hidden “Professional” mode. 


38 Lives. Enter this password to obtain 38 lives at the last stage of the game: 
MFMJ TVSY FVPX 


Show Biz. To listen to any of the 23 jumping songs, here’s the key to display- 
ing a hidden Sound Test. From the title screen, when you are offered the 
choice between a new game or to continue, simply press the Select button. 


Level skip. At the Start/Options screen, press the following: Down, A, 
Down, Y, Down, A, Down, and Y. You'll hear music. Start playing the game. 
When Aero appears, press Start. Now, press: Up, X, Down, B, Left, Y, Right, 
A, L, and R. Press Start to pause the game, then press Select to skill to the 
next level. 
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Passwords. 
Level 1: Genie, Abu, Aladdin, Sultan 
Level 2: Jafar, Abu, Jasmine, Genie 
Level 3: Genie, Jafar, Aladdin, Abu 
Level 4: Abu, Aladdin, Genie, Jasmine 
Level 5: Jasmine, Jafar, Sultan, Jasmine 
Level 6: Jafar, Jasmine, Aladdin, Jafar 
Level 7: Aladdin, Jasmine, Abu, Sultan 


Passwords. Choose the Continue option from the main menu and enter 
these codes: 


Stage 2: QUESTION Stage 5: CABINETS 
Stage 3: MASTERED Stage 6: SQUIRREL 
Stage 4: MOTORWAY Game End: OVERGAME 


Cheat Mode: While playing the game, use Controller 2 and press: A, B, Y 
and X. Now, using Controller 1, the A button will turn on invincibility. The 
B button will turn off the damage and the X button will provide you with 
unlimited weapons. 


Stage Select. At the main title screen, press Select to access the Config. Mode. 
Next, press Start. An Option Menu will appear. using Controller 2, press and 
hold L, R, X and A simultaneously, and then press Start on Controller 1. 


Front Line. In general, keep the stronger fighters in the front, and keep 
spirits in the back, from where they can lob their spells in safety. 

Spare Change: You can redistribute armor, shields and weapons among 
members of your party to more evenly balance the team, or to create a super- 
fighter. Select Separate from the menu and then select the picture of the 
character who has an excess item. Press the A button and then move the red 
cursor to the item to be moved and press the A button again. Next, select 
the picture of the party member who will receive the item and press the A 
button one more time. 

Unneeded equipment can be discarded, or better yet, sold in the village 
for cash or other items. 
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Arcane Chapters. Bring up a hidden chapter selection screen by entering 
the following from the title screen: Down, Select, Select, X, Y, Select, L Pad, R 
Pad, Select, Select, Left, Right and Up. Then press one of the following keys: 

Stage2 A Stage 3 B Stage 4 X Stage 5 Y 

Sounds Good. There’s also a secret sound room. From the title screen, 
press and hold the L and R pads and the B button and then press Start. 


Clash Boom. Is this game not already too tough? To raise the pressure, at 
the title screen press Left and Select at the same time. The screen will go 
blank; after the “Adjust Aim” screen is displayed, start the game. 


Whatsamatter? Are You Chicken? Perhaps you’d rather just save the time 
and zoom right to the Kumate championship with a fully powered fighter. 
Here’s the somewhat complex trick: 

At the title screen, press Start to display the main menu. Now move the 
cursor to Option and press Select. When the Option Screen is displayed, 
select Password. Enter the following: RHT255457K. This will create a fully- 
powered fighter. 

Now return the main menu and choose Next Boxer. Select Ivanov as your 
opponent; you should have little trouble defeating him with your full pow- 
ers and you will advance to the Kumate. Select PAD vs. SNES and arrange it 
so that both characters look the same. Proceed to fight your twin; if you win, 
all of the opponents from the regular tournament will show up ready to rock 
and roll in the Kumate. 


Mystery Mode & Boss Car. At the main title screen, press: Up, Down, L, R 
and Select, then proceed to the Options screen. A new “Mystery Mode” will 
now be available, and you'll be able to play the game from an overhead per- 
spective. To drive the Boss’ car, at the main title screen, press: L, R and Up. 
You'll hear a rumble-like sound effect. Start playing a regular game. When 
you reach the Boss you'll be driving in his car for the race. 


Stage Select. At the main title screen press Start. When the character selec- 
tion screen appears, press: Up, Down, Down, Up, X, B, Y, A and then Start. 
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Next, choose your character and press Start. A Stage Select menu will 
appear. The game will then start at the level you selected. As a special bonus, 
you'll also receive ten extra lives. 


Extra Continues. Start the game with nine Continues (instead of just 
three). At the Options screen, highlight the Rest option. Using Controller 
2, press: Up, X, Left, Y, Down, B, Right, A, Up and X. You should hear a tone 
if you entered this code correctly. Now, exit from the Options screen and 
start playing the game. When the game ends, you'll see that nine Continues 
are available. 


Nose Job. You have to like a game that is this strange. Here are a few tips to 
make you more proficient in your passage from proboscis to proboscis. 
Grab the bonus nose tucked away at the upper left corner of Level One 
by climbing the transparent rocks. Trust us. 
Another way to reach upper corners of the screen is to bounce off enemies 
And a general hint: this is a game that benefits greatly from the use of a 
controller with autofire or turbofire features. 


Quit the game fast. While playing, you can return to the main title screen 
at any time, without touching the Reset button. To do this, press and hold 
Start and Select at the same time. 


Here are passwords to the middle and upper levels of the game: 


Level 2: 0007 (Triple O Seven!) Level 5: 1813 
Level 3: 3675 Level 6 (HQ): 3353 
Level 4: 9025 


Honorable Japanese Video Brothers. To switch over to the original Japan- 
ese version of the game—similar but not identical to the American edi- 
tion—execute the following command. 

From the title screen press the following buttons in rapid order when the 
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white “Jaleco” logo is displayed: B, A, X and Y. 

If you do it right, you will hear an unusual sound and see a strange screen 
with a white blinking light in the center. Press Start, and then Down, Down, 
Down and Start once again. You will then see an option screen; choose what- 
ever you'd like from the screen and exit. The option screen will be replaced 
with the Japanese version of the title screen. You’re on your own now. You'll 
notice a few differences and new options. 


Extreme Passwords: 
Sector 2: SHNLNTS Sector 3: CDGGBVN Sector 4: WHTDFFM 


Buffaloed! Here are codes for the New York Buffalos: 
CGDPNW RBO2S5 LC809C CMBBGS 
7 games left, tied for first. 
*G5M34 GLO2XN NK819C CMBB6M 
3 games left, in first place by four games. 
DHDWON SLO59N NMR29C CMBBTM 
NL East Champions, at the start of the league championship against 
Cincinnati. 
GDBQZV FVBBBB BBBBBG CMBBCJ 
2-2 in the league championship against Cincinnati. 
KB5BZV FBCBBB BBBBBG CMBBHD 
NL League Champions, at the start of the World Championship against 
Kansas City. GBDFWZ F3BBBB BBBBBL CMBBG* 
3-1 in the World Championships against Kansas City. 
Super Password. Enter this code and it’s almost guaranteed that your 
team will reach the pennant easily. Password: 
LZFMJY RBZVJS FY7WFX 6CBBN5. 
You will be controlling the Minnesota Hounds and be 33 games ahead of 
the opposition. 


Battle Stations. Here are the codes for all of the available groups of fight- 
ers in the VS mode. 


0197 5093 1180 9207 4949 
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See the game ending. Enter this code at the main title screen: L, L, R, R, 
Up, X, Down and B. 


Easy Glide. You won’t see much action, but you can coast through the first 
stage without any risk of being hit if you park yourself way up top of the 
screen, above the last three digits of the score. 

Interesting Yet Pointless. Here’s an interesting way to alter the game 
which will have no known effect on play. If you can play the game well 
enough to score at least 100,000 points—a point usually reached in the third 
level—use as your initials ZTT. The next time you play the game, the intro- 
ductory demonstration will be displayed without any enemies. That’s all; 
nothing else is changed that we know of. 

Half Century. You just might be able to finish this game if you were to 
start out with 49 extra ships. Here’s how: Plug controllers into both ports 
and turn on the game. Go to the Option screen and there hold the L and 
R pads on Controller 2 and then press Select and Start on Controller 1. This 
will give 49 extra lives to one or two players. 


Codes, you want codes? We got codes. 
3ZJMZT7 Stage 1 JR8P8M8 Stage 3 
K32L82R Stage 2 FON5CJ8 Stage 4 
BS9JS27 10 extra lives. After you enter code, start a new game or enter 
a second password for a stage. 


Sigma Logic. Here’s the password to the final stage of the game: 8SSZ9 E 
S0H4H4. Note that the middle character looks like an upside E. 


Passwords. 
AMON: 
Layban: 9D49D9D4 Daisy: 696999D4 
Plump: 442D49D6 Grimlock: 442HF4D6 


Nuform: 6C2HC6D6 Bosses: GG2HCBD6 
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DAISY: 

Layban: C44999G9 Amon: CF6949G9 
Plump: 4GBCC9GC Grimlock: 4GBDB4GC 
Nuform: 6CBD66G6 Bosses: 6BBD6BG6 
GRIMLOCK 

Layban: 6D49D974 Amon: 496C9976 
Daisy: 4DBHD976 Plump: 645H9976 
Nuform: 6F5H4476 Bosses: G45HFF76 
LAYBAN 

Amon: . 9F49D9C4 Daisy: CCF999C4 
Plump: C689F9C4 Grimlock: 6B89F4C4 
Nuform: 468946CG Bosses: 4B894BCB 
NUFORM 

Layban: 9449491C Amon: 9F69C91C 
Daisy: 44B9G91C Plump: 6459H91C 
Grimlock: 6G59H41C Bosses: 6G5D161C 
P-LUMP 3 

Layban: CF49F9H4 Amon: 946C49H6 
Diasy: 9GBCGIHG Grimlock: C65DB9HG 
Nuform: 465FHCHD Bosses: 4B5FOGHD 
SLEDGE 

Amon: 64€94994 Daisy: 6FGC4994 
Plump: 9F39F994 Grimlock: C43C4494 
Nuform: CF3CC694 Bosses: 643CGB94 


Look Before You Leap. Explore each and every castle, and look for clues, 
weapons and items of clothing. Upgrade your clothing to gain the best pro- 
tection point combination. 

Map Before You Move. Map the castles, including the location of items 
you have uncovered. You may also want to attempt a map of the island, 
although creating such a document may prove extremely complex. If you 
become completely lost, you can always resort to drawing your own compass 
in the sand: The sun rises in the east and sets in the west, remember? 

Talk to the People and Creatures. Not all of the people are your enemy; 
some are friendly and others may even have some clues and hints for you. 
Therefore, take care not to have the Fight icon on if you approach someone 
whose disposition is unknown. If someone or something attacks you, that’s 
a pretty good indication that he doesn’t want to stand around and chat. 
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Save for a Rainy Day. Use the computer disk icon to store a copy of the 
game in progress; this can be done only when your characters are not with- 
in a castle. One strategy calls for saving your place in the game before you 
undertake any particularly dangerous challenge; if you suffer a major loss, 
you can try again before the danger. Try not saving the game after a loss or 
a mistake, or you will forever have to live with that error. 


Word On. Here are the keys to the slightly complex password scheme of this 
game. Use your axe or sword to change question marks to codes on the var- 
ious platforms of the code screen. 

End of Level 1 


Platform 2: D Platform 6: A 
Platform 4: C Platform 8: B 
End of Level 2 

Platform 1: B Platform 7: A 
Platform 2: D Platform 8: B 
End of Level 3 

Platform 3: D Platform 5: C 
Platform 4: B Platform 6: A 
Final Level 

Platform 1: A Platform 5: C 
Platform 3: B Platform 6: D 


Home Boys. When you play against the computer, you will automatically be 
assigned as the visiting team. If you’d rather have the last at-bat, press and 
hold the Select button while you choose your team and opponents. 

Double Time. Here’s the way to speed up an Extra Innings game. While 
choosing your team, press and hold the L and R pads and then press the 
Start button to begin the game. Players will move at double speed. 

Take It Out of the Ball Game. Here’s a trick that lets you explore some 
of the sound effects and special images of the game. 

Start by displaying the Mode Select screen. Highlight one of the options. 
Now, press and hold the L and R pads on the top of the controller and then 
press Start together with Y or B. Depending which option you highlighted, 
a different image or sound will result: 

1P. Home run celebration 
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2P. Happy ending 

All-Star. Angry player 

Pennant Race. Unhappy player 

Edit Team I. Scoreboard 

Edit Team II, Set Up or Watch. Sound test 

Use the Up or Down arrows to change the numbers for the sound test; 
the B button plays the current sound and the Y button turns the sound off. 
Press Start to return to the Mode Select screen. 


Money for Nothing. The ordinary racer starts out with a rather puny $500 
in the wallet; we’d prefer a $100,000 stake, wouldn’t you? 

Try this trick: instead of your real name, enter SETAUSA. 

Even better: Use this trick again and again before each race using the 
name change option. 

Listen Up. Check out the sound effects and music of the game by using 
as your password SOUND. Use the arrow keys to change the selection and 
then press A, B, X or Y to play the tune. 

Gonna Change Your Name. You can change the name of your computer 
opponent with this two-controller trick. Select the name change option and 
instruct the computer you want to change the name of one of the players 
on the screen. Now press the Down arrow on Controller 2; the player’s name 
will change to T. Phillips. Now switch over to Controller 1 and enter a new 
name. When the new name is on the screen, go back to Controller 2 and 
press the down arrow to make the next name appear. Do the process over 
and over until you have changed all of the names and then press Start to 
begin the game. 

Drive Wild. Here is the key to a hidden course. Load the game and 
choose Training from the configuration screen. When the Course Selection 
screen is displayed, choose the Monaco course. Customize your car in any 
way you want and then begin the race. Now, watch carefully for a blue body 
of water that comes to a V-point between two gray barriers. Build up to top 
speed, dive right in, and drive on the water and then jump back onto dry, 
green land to the left to enter a new course that is not shown on any map. 
Note that this trick was tested on a preproduction copy of the game and may 
not work in the final version. 

Music Test. There’s also a hidden music test. Go to the screen where you 
are asked to register your name and enter your initials as OTO. Press Start 
and you will go to the music screen. Use the A and X buttons to change the 
numbers on screen and press Start to play the music. 
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Start Your Engines! Here’s a trick that permits you to choose your own start- 
up options. From the starting level screen, press and hold the L and R pads 
and then press Start. 

Gimme Shelter. In the two-player version, cooperate with your partner by 
providing cover for each other, just like the cops do. 

When the going is relatively easy at the start of the game, don’t leave a 
level without finding the hidden Power-Ups; it will be much more difficult 
to do so later on. 

The Game Within the Game. There’s a hidden, super-challenging game 
within the cartridge called Cyberscape. To get there, from the title screen 
press and hold the L and R pads at the same time. Keep the buttons pressed 
and choose the one- or two-player game and then press Start. Let go of the 
buttons and the new Cyberscape game will be listed as an option. 

Gaining Face. Here’s a way to extend the first trick and warp all the way 
into Cyberspace. Start by holding down the L and R pads at the title screen; 
keep the buttons pressed as you select a one- or two-player game. Don’t let 
go, and the screen will go blank. Now release the buttons and a new option 
will list Cyberspace beneath Cyberzone. Select Cyberspace and take off, eh? 


Hidden Jewels. There’s a secret zone after the Secret Zone: here’s how to 
find it. When you enter the Secret Zone, head all the way to the right until 
you come to a danger sign and a barrel; stand alongside the barrel and press 
and hold the Y button to pick it up. Carry the barrel to the right and throw 
it at the first Black-Mask you come to; hit him and you will warp into the 
secret Fantasy Zone, filled with Emeralds. 


Play as the Bosses. Enter this code when the Takara logo appears: B, A, X, 
Y, Up, Left, Down, Right, L, and R. You will hear Terry Bogard say “OK.” 
Choose from all 12 fighters in a one- or two-player match-up. 


Super Powers. From the Game Setup screen, access the Options mode and 
enter these codes to obtain special powers: 
Super Kick: B, A, B, B, B, B, B, B, B, B 
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Invisible Walls: Y, Y, Y, X, A, A, A, B 
Crazy Ball: X, A, B, Y, Y, B, A, X 

Crazy Curve Ball: B, A, R, B, Y, L 
Super Goalie: A, A, A, A, A, Y, Y, Y, Y, Y 
Dream Team: A, A, B, B, Y, Y, X, X 
Super Offense: R, R, R, R, R, L, R 
Super Defense: L, L, L, L, L, R, L 


Copy Cat. Here’s a sophisticated trick that lets you make a backup copy of 
any weapon in the hands of a member of your party; you can sell the extra 
weapons for cash. When it is the turn of one your characters to fight, select 
the Item option. Highlight any blank spot on your Items list and press the 
A button, then select the weapon in the hands of the character and finally 
press the A button again. Press the B button to return to the battle, but don’t 
engage. Now go to the Equip option and equip the same weapon that you 
dropped. 

Save Early and Often. Save your game position regularly; this will allow 
you to resume play at an earlier point if you lose your last life. This is the 
single most important hint for this long and complex game. 

What’s in a Name? Any time you meet the wandering Namingway you can 
change the name of your own character. 

Pick Your Fight. In a battle, concentrate your attacks on enemies in the 
front row; striking at a bad guy in the back row will result in a weaker assault. 

Enemies will not always attack from the front; if your party is assaulted 
from the rear, you may want to execute a Change command to bring your 
stronger fighters to the rear temporarily. 

Dead Again. All of the monsters you will meet on Mt. Ordeals are 
undead, and rather tough to kill again. They are susceptible to the Black 
Magic of Fire or the White Magic of Cure, or to items with the same effect. 
Keep your MPs high. 


Eat Here, Get Strength. Ifyou have the chance, wait to pick up food items— 
especially the high-calorie stuff (Pizza, Hamburger, Curry or Barbecue)— 
until your strength meter is almost fully depleted. This way you will not waste 
any of the energy when it is restored. 

Pick Your Fights. Don’t stand still and try to duke it out against the boss- 
es; instead use an attack-and-retreat strategy, picking your best moments and 


MINI HINTS from A toZ 125 


locations. Different kinds of punches and kicks have different effects; exper- 
iment to find the best combinations. 

Consider the Super Moves (Y and B buttons together) a last resort attack, 
since they use up some of your strength. 

Final Options. At the title screen, press and hold the L and R pads and 
then press Start to bring up a hidden option screen. Among the choices are 
the level of difficulty (from a low of 0 to a high of 6) for each of two play- 
ers; the number of extra players (from 0 to 9) and sound and music tests. 
Included in the option screen are some of the remnants of the two-player 
arcade game, but they are not active. 


Same Player Code. Play a two-player game and have both players control the 
same character. To do this, wait for the title screen to appear and press: 
Down, Down, Up, Up, Right, Left, Right, Left, L and then R. The back- 
ground of the title screen should turn blue. Now, when both players select 
their characters, they’ll be able to choose the same one. 


Two for the Price of One. When the title screen is displayed, press the 
Select button to display the two-player option. Press Start and the A button 
together; you will now be able to begin a one-player game but you will be in 
control of both vehicles. Controlling them both is a bit difficult, but once 
you master it, you will have double the shooting power. 

Don’t Be Lonely. Even when playing alone, select the two-player mode. 
This will give you twice as many power-ups when you break open the green 
containers. 

Don’t Be Weak. When you first start level one, head for the lower right cor- 
ner to find a power-up container that will boost your number of bullets to six. 

Don’t Be Earthbound. The helicopter is slightly easier to use than the jeep. 

Skip Levels. Here’s how you can skip to the next level, plus upgrade 
your weapons. 

Level 1: R, L, 

Level 2: R, L 
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An-a-One An-a-Two. Your computer boxers in this tough game act just like 
what they are: machines. They each follow a program of punches and 
counter punches and if you can get into the rhythm you can fight intelli- 
gently against them. 

For example, here is the punch cycle for Madman: two right uppercuts, 
a left cross, four right jabs and finally two left uppercuts. He’ll pause for a 
second and then repeat the cycle. 

To earn a Superpunch, be prepared to punch back after each of the four 
right jabs. You’ll be rewarded with the special punch, but...so will Madman. 
He will throw a right and then a left uppercut and then his own Super- 
punch. Acclaim boxing pros recommend launching your own strike imme- 
diately after Madman’s left uppercut. 

Most of the fighters will have an exception to their pattern if you start land- 
ing too many punches too easily; if the fighter suddenly breaks out of char- 
acter, lay back and avoid or block his punches until he returns to normalcy. 


Button-Up. The first thing we did when we began play (other than to set the 
Level at Easy) was to change the button assignments for Shot and Missile. 
The standard assignment puts both Shot and Missile on the B button and 
Power-Up on A. If you want to continue with a manual Power-Up, you might 
want to assign shot to A, missile to B and Power-Up to X. 

Another interesting key assignment would be to use the R pad for missiles 
and the L pad for shots, or the other way around. 

Sneak Thief. Be on the lookout for creatures that may steal your Options 
weapon away. You can regain a stolen unit by boosting your Weapon Status 
Gauge to Option again and engaging the item. 

Bonus bonus. The entrance to the bonus area of Stage 2 can be found 
below the floor. Look for a hole in the water and dive into it. You’ll enter a 
world full of pink spheres; clear as many as you need to uncover bonuses. 

In order to enter the bonus area of Stage 3, you must first destroy all of 
the guns on the ground. Then hug the top of the red cave to find the hid- 
den doorway. 

In Stage 4 you will come to a series of Moai statues tilted on their backs. 
Make sure that none of your Power-Ups lamps at the bottom of the screen 
are lit and then fly right into the Moai leaning on his back toward the direc- 
tion of your forward motion. 

Weapon weapon. Several weapons can be used at once, except that the 
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Laser and Double weapons cannot be active at the same time. In addition, 
the Laser, Double, ? and ! items can only be activated once before they are 
lost. The Option weapon can be activated as many as four times. 

Which Way Is the Wind Blowing? If you are at the top half of the screen, 
Hawk Wind missiles will zoom upward; if you are at the bottom portion of 
the screen, the missiles will head downward. 

Thirty Is Better Than Three. To start a game with 30 lives, press and hold 
Left during the title screen and press the A button three times. You can do 
this each time you use up a credit. 

More Power Is Better Than Less. Here’s the key to powering up with all your 
weapons. Put the game into pause and press the following buttons: Up, Up, 
Down, Down, Left, Right, Left, Right, B and A. Then go back into the game. 

You can also pick up full power, with some additional special effects, by 
using the L and R pads instead of the Left and Right arrows in the above 
code, as in: Up, Up, Down, Down, L, R, L, R, B and A. 

More Lives Are Better (You Get the Idea). To increase the number of avail- 
able credits, press the X button as rapidly as you can during the title screen. 

The Randomness Theory. Here’s a code for the adventurous that will 
instruct the computer to randomly select your weapons. Select the Game 
Mode and then press Start to go to the Weapon Select screen. Press the Right 
arrow to enter the Edit Mode. Then enter the following command sequence: 
X, Y, X, X, Y, Y, X and Y and the computer will select your weapons. 

This Trick’s a Real Bomb. Many Konami games share a common secret 
code from the title screen: Up, Up, Down, Left, Right, Left, Right, B and A. 
But the jokers who programmed this game put a special surprise in Gradius 
III for those who try the code. 

Quarters Optional. Here’s the secret to a hidden and more difficult 
Arcade mode. Go to the Options menu and highlight Difficulty. Then press 
the A button as quickly as you can, again and again until the arcade game 
opens its door. Press Start twice to begin the game. You can play the more 
difficult level on either the one-or two-player games. 

Show Us What You’ve Got. Here’s the key to making the Demo Mode that 
plays at the start of the game last longer and show you more of the game. At 
the Title Screen, press and hold the A Button and the game will run through 
the introduction and the entire first stage of the Arcade Mode up to the Boss. 


All-Powerful Dominion. 
Level 2 SD1 Level 3 BMH Level 4 MGB 
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Passwords: 
Level 2: Cherries, Red Diamond, Blue Diamond, Cherries, Bananas 
Level 3: Red Diamond, Cherries, Blue Diamond, Blue Diamond, 
Red Diamond 
Level 4: Bananas, Cherries, Blue Diamond, Red Diamond, Bananas 


Wood I? There’s only one password that really matters in this game, and that 
is the key to the use of metal woods. They will add about 20 yards to any 
drive. We suppose you'd like to have the code: METAL PLAY. 

Hole in One. Wanna see an electronic hole in one? Go to the Memory 
Shot code screen and enter one of the following two codes: 

CQJB83CFDFJ#H?LBBT7BJCF or B!5b9GB5SFGB3J5BB>GBMYQ. 

Hole in None. There’s a hidden 19th hole; in fact, it’s so secret that 
there’s no pin displayed on the screen. Go to practice mode and putt your 
way through the first 18. Now shoot for the top, out-of-bounds section of the 
hole and shoot the ball toward the top center for the invisible hole. 


Running Wild. Hold the Up and Right or Left and Up buttons as Kevin runs 
past scenes; this will allow him to search for items as he runs by. 


Tm Flying! To soar anywhere you want in Neverland all you need to do is 
collect a cool 99 lives. Of course, that’s a lot easier said than done, unless 
you know the following trick: At the start of the game in Level 1, fill up your 
power with the aid of Tink and then go right until you come to a cave filled 
with spikes. Move slowly and carefully into the cave until you come to a hid- 
den 3-Up. Grab it, and then let yourself die. Keep at it again and again until 
you have reached the maximum number of lives. (Each time you do the pro- 
cedure you will pick up three lives and lose one, for a net gain of... two, 
that’s right. 
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Crash Dance. If your energy level is low and you see a Power Zone ahead, 
it may make sense to collide into and destroy a powerful enemy if you can 
then quickly land in a Power Zone. 

Off-Track. There may be times when you want to purposefully go off the 
track to avoid a difficult enemy, but don’t stay in the dangerous radiation 
area too long. 

Sounds Good. For a hidden sound test, press and hold the L and R pads 
at the top of the Controller during the title screen and then press Start. 
Select music or sound effects by pressing L or R again and then the A but- 
ton. Press the X button to fade out the sound. 


More Joes, More Macs. Here’s a way to pick up a full load of extra lives. 
When you find a level with a 1-Up in it, finish the stage and then immedi- 
ately go back into the stage until you collect the same 1-Up. At that point, 
press Start and Select to get out of the stage to the map and then go right 
back in to pick up another 1-Up. 

Four-Play. Here’s a way to pick up a quartet of 1-Ups at one time. Take a 
key to the first blue dot on the map and enter the bonus round. Catch all 
of the meat landing around you and watch for the falling 1-Up; don’t catch 
it, but let it bounce on the ground. It will be replaced by four 1-Ups, which 
you can grab. 


Cheat Mode/Level Skip. At the main title screen, press: Down, Right and 
then Left on Controller 1. Keep repeating this code until you hear an explo- 
sion, then start playing the game. At any time, you can then pause the game 
and skip to the next level by pressing the Select button. 


There are codes to all 130 levels of the game, but we know you'd like to find 
some of them out for yourself, right? Here are four groups of codes. See if 
you can fill in the gaps between them. 


Level 15: © MVFF Level 50: WJND 
Level 16: | DJMF Level 51: WGST 
Level 17: DBVG Level 52: WBVF 
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Level 18: DPLL Level 53: FJRF 
Level 19: DJSK Level 54: WBSP 
Level 20: GBTF Level 55: VJSB 
Level 21: JRPN Level 56: VEST 
Level 22: GBMF Level 57: LBMP 
Level 23: PBSS Level 58: VNBT 
Level 24: WPRG Level 59: TYRF 
Level 25: LFBG Level 60: TYPF 
Level 26: CVFF Level 61: TRGG 
Level 27: LPJC Level 62: TWJN 
Level 28: DBTG Level 63: TVSK 
Level 29: WGGD Level 64: TVNF 
Level 30: TJMG Level 65: TPNY 
More Codes? 

Level 100: JBZZ Level 120: GXJT 
Level 101: SBFG Level 121: SKGN 
Level 102: JTGM Level 122: GBSG 
Level 103: JSLG Level 123: DQXR 
Level 104: HQST Level 124: CRZB 
Level 105: WQRM Level 125: MYTH 
Level 106: HQLD Level 126: CXPY 
Level 107: HJLL Level 127: MBKV 
Level 108: HGRB Level 128: BVTP 
Level 109: NQSF Level 129: FNDS 
Level 110: HFLP Level 130: DFMQ 


Super Cheat Code. Start playing a game and press Start to pause the action. 
Now, press: B, R, A, Select, Select, Y, A, B, Y, A, and B. Next, press Start again 
to unpause the game. Once this code has been activated, you can access the 
stage select mode, obtain infinite lives, or skip to the next stage with ease. 

Stage Select: Press Start once again to pause the game, now press: A, L, 
L, and Start. The “Nigel Wayne Mode” screen will appear and allow you to 
choose any level. Remember, the Super Cheat Code must be active before 
you enter this Stage Select code. 

Infinite Lives: Press Start to pause the game once the Cheat Code is 
active, then press: R, A, Select, Y and Start. From now on, when your char- 
acter is killed, the number of lives remaining will remain the same. 

Stage Skip: To skip to any other Virtual World stage, press the A button 
while the game is paused (after the Super Cheat Code is active). 
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Mission and Life Select. At the main title screen, press: Y, B, A, B, Y, Y, B, 
A, B, Y, and B. The screen that tells you the mission number and number 
of lives will appear. Press Y to make the mission number increase or B to 
make it decrease. 


Skip to the playoffs. When you select a playoff game, press Start. You'll see 
that all of the games are finished. Go right and press Start again. You can con- 
tinue this trick until you reach the finals, without ever touching the ball. 


See Sharp or Be Flat. In the 34th level, there’s a hidden door that contains 
a warp to Hydra. Clear away the pair of blocks you find and then move to 
the left; hit the fourth set of pillars to open the door. 

Magic Level Selection and More. With the options screen displayed, 
highlight Exit and then press and hold the L and R pads and Start on Con- 
troller 2. Press Start on Controller 1 and you will be able to choose a game 
level and set the vitality level for your character. 

Going Up? There are several sets of secret stairs—at least five—hidden 
about in Magic Sword that can be used to warp from one floor to anoth- 
er. Thrust your sword in the air and swing it around to make the door- 
ways appear. 


Paint, Mouse and Dance. Just for fun, click on the letters of the name of the 
game as displayed on the title screen. 


Mech War, Not Love? Here’s the trick to temporary invincibility, good for 
the length of one battle. 

After you have landed on the planet, press Start to pause the game and 
then press A, L, L, Y, A, L, L, Y, A, L, L and Y. If you’ve done it correctly, 
the word INVINCIBLE should appear across the screen. Press Start to return 
to the battle. 


132 Ultimate Unauthorized Nintendo Super NES Game Strategies 


Throw Fireballs. No, this isn’t Street Fighter II, but in Mega-Man X, you can 
throw Fireballs like Ryu and Ken. Use this cool code to reach the final bat- 
tle against the last Boss character: 

8441 2136 4421 

You must have all eight robot weapons, all eight heart tanks and all four 
subtanks. If you don’t, use this password to start with all of the items: TKTK- 
TKTK. When you begin the game, don’t go to the Sigma Stage. Instead, 
enter the Armored Armadillo stage. 

Earn extra lives. Begin the game and complete the introduction 
stage. Next, enter the Armored Armadillo stage. Keep working your way 
to the right, until you see a Fat Bat. Blast the bat, collect a 1-Up, then 
move back to the left. Once the location where the bat was scrolls off the 
screen, double back (to the right) and the bat will return. Shoot him 
again and grab another 1-Up. Keep repeating this until you have all of 
the extra lives you want. 


Power-ups from the password screen. 


Power Pitching: | PWRP Simulation Mode: XXXX 
Power Hitting: PWRHT Ice Field: RRRR 
Rubber Field: RBBR | The Challenge: NNTH 
Turbo Throwing: ZZNG Hyper Running: VRRRM 


But What Do They Mean by That? Here are codes for all of the stages of the 
game; they are about as meaningful as the name of the game, but they are 
one character shorter. To select a level, choose Continue from the title 
screen and enter a password from the list that follows: 


MWTV Catacombs (2) VKX4 Cursed Palace (6) 
KVSW Palace of Hate (3) NZIN Hannya Shogun (7) 
KVMW Cave of Darkness (4) Z66F Watery Prison (8) 


ROQNJ Catacombs of Akuma (5) 


Stanley Cup Finals Password. Use this password to play as the LA Kings vs. 
Montreal: BJFC1CCM1XX9VJDG. 
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Here’s the key to the final level: WRJMH. 

What, more codes? 

ZLJPJ Gravity shift. You'll bounce when you think you’re going to land, 
float when you think you’re going to bounce or stick to the ceilings when 
you think you’re about to crash. 

NRRRP Sound Test. 

ZNGGX Display Records. The display will give you the record for every 
stage, along with the best times. 

GFXJF Weird Balls. Here’s a strange and sometimes fun option that per- 
mits you to change the shape of the ball from sphere to space man, alien, 
rag doll or another strange design. A screen will appear that will offer a 
menu of possible forms for the ball. 

You can, by the way, enter more than one password at a time. Experiment 
with combinations. 


When the title screen is displayed, choose Continue to display the password 
screen to jump to a particular stage. Or, from within a game, press and hold 
the L and R pads and press Select to display the password screen. 


Stage 2 HTDC Stage 7 KRFK Stage 12 TFBB 
Stage 3 CLLD Stage 8 KFLB Stage 13 TXHF 
Stage 4 LBKG Stage 9 DDRX Stage 14 CKJL 
Stage 5 XDDJ Stage 10 HRTB Final LFCK 
Stage 6 FXLC Stage 11 BRTD 


Rise to the Middle. Bike your way to the Midway middle stage with this 
code: 5738. Here’s a code to go right to the more difficult “Hard Way” 
route: 6479. 

Practice Makes Perfect. Go for the points in the bonus round; if you 
crash, the training session is over, but you will not lose a life. 


Cheat Your Way to Success. Here’s a complex code that will give you a leg 
up. At the title screen, press Start and go to the System Configuration 
screen. Press and hold the R pad on Controller 1 and then press Start. Then 


134 Ultimate Unauthorized Nintendo Super NES Game Strategies 


press the L and R pads at the same time on Controller 2 to display your cur- 
rent Stock and Credits. 

On Controller 2, press and hold these buttons one after another until all 
are held down: A, B, X and Y. Now you'll see a Stage Select screen. 

Using Controller 1, highlight Stock and then press Select. Switch to Con- 
troller 2 and press Start. You can now increase your Stock and Credits and 
select stages. 


Level Skip. While playing any level, press and hold the Start button. Next, 
press Select and you will proceed to the start of the next level. 

To reach the Debug mode and give Pink Panther invincibility and slow 
motion, use Controller 2. When Pink Panther is standing still, press the B 
button, then move him around with the D-Pad on Controller 1. To activate 
invincibility, press and hold the Y button on Controller 2. As long as the Y 
button is held down, Pink Panther will be invincible. 


Stage Select. At the character selection screen, hold down the X and Y 
buttons, then press A, A, A, A, B, B, B, B, A + B, A + B, A+B, A + B and 
then Start. 


Boink! Boink! Here’s the way to bounce your way into a hidden display 
screen left in the game by the programmers. 

From the Option Screen, press and hold down the L and R pads at the 
same time and then release them: Voila! Press Select to cycle through the 
available background views of the game and the credit screen. 

Warping to Level 11. From the title screen move down to the Game 
Options mode and press Start; then press the B button eight times. If you’ve 
done it right, you will hear a tone. Then press Start to return to the title 
screen and start a one- or two-player game. 

Oh, No! Not More Levels? There are 20—count’em—20 additional 
bonus levels in the game available with this trick. From the Option Screen, 
enter the following keys: B, Y, Y, Y, B) Y, Y and Y and then press Start to 
return to the title screen. 
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Money for Nothing. The key to success in this game is money, both for the 
purchase of advanced equipment for your racer and to buy access to races. 
That’s a lot of hard work, unless you would prefer to cheat a bit. 

Here’s a trick to begin the game with a cool $45 million in your wallet. 
Start by selecting an open race file. Press the B button to display the Shop 
Screen and select a car; press the B button again. Move the red box to the 
center bottom square and then enter the following sequence of keys: B, 
Left, B, Left, B, Right, B, Right, B, B, B, Left, B, B, B, Right, B, Right, B 
and B. 

You’ll know if you’ve done the code properly if the red box moves to the 
right, all by itself. 

Money for Hard Work. Here’s an old-fashioned way to succeed, by earn- 
ing it. Don’t be in too much of a hurry to move up through the levels of the 
game. Stick around in earlier stages and earn a whole bunch of money to 
allow you to outfit your racing team properly. A good goal is to come into 
the next level with twice the qualifying fee. 

Keep a Firm Grip on Yourself. Study the race track design before start- 
ing and try to anticipate the more difficult turns before you are in them. It 
is very difficult to change directions while you are in midair, and mud and 
ice on the track make some turns especially treacherous. 


Section 3: BCBCBCBC Section 4: CDDDXXXC 
SUPER MODE 

Section 3: BBCXBCBB Section 10: WWITTNWWZ 
Section 4: BBDFGDFG Section 11: CZCTCZCZ 
Section 5: DFDFDXTF Section 12: BBBZTZDD 
Section 6: BCDFXXBT Section 13: CXTXCRCR 
Section 7: BBZXTZZZ Section 14: CDCDXXCD 
Section 8: YYDYCCDC Section 15: BZBDBXBZ 
Section 9: BKTBCDDB Section 16: H PPYJ Y 


Level Select. At the main title screen, wait until the word “Veediots” starts to 
materialize and then press: L, R, A, L, R, L, B, R, and X. A set of numbers will 
appear, and you'll be able to select the stage you want to start the game on. 
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75 Lives. At the main title screen, press and hold: Left, Select, Y, R and 
Start. Keep holding down these buttons until the name of the first stage 
appears. You’ll begin the game with 75 lives. 


= POR -7 IE ESSE 


Cal, Meet Cal. Here’s one way to even out the teams; use this code for an 
entire team of Cal Ripkens. Start by selecting a team and then press L, R 
and Start at the same time. 

Brave New World. Guide Atlanta to the championships: 


Atlanta vs. Baltimore: RGGJKJBDSPKDGGGFFRC 
Atlanta vs. Chicago: RHHJKJBDSPKDGGGFFRC 
Atlanta vs. Atlanta: RCCJKJBDSPKDGGGFFRC 
Atlanta vs. San Francisco: RFFJKJBDSPKDGGGFFRC 

Boston vs. Atlanta: SLCJKJBDSPLDGGGFFRC 

Atlanta vs. Oakland: VNDJKJBDSPLDGGGFFRC 
Atlanta vs. Minnesota: WPDJKJBDSPLDGGGFFRC 


Atlanta vs. Los Angeles: XQDJKJBDSPLDGGGFFRC 


Where Nobody Knows Your Name. Here’s your chance to change the 
names for all of the characters in the game—friend and foe included. Play 
through the game well enough to earn one of the high scores and when you 
get to the High Score screen enter the following as your name: CHRCONF. 

After you do that, a secret character configuration screen will appear and 
you can alter the names. Let’s see: you can make your best friend the hero, 
your worst enemy the bad guy, your teacher the fat slob, your dad the 
champ...you get the idea. 

A Tricky Trick. The careful and skillful player can use this hint to warp 
from néar the beginning of Level 4 to the end of that level and the show- 
down with the boss. 

First of all, you must get to Level 4 and arrive at the warp with at least 30 
defeated enemies; your score is indicated at the top of the screen. In the 
fourth level be on the lookout for a set of doors; press Up at the first door 
to enter and warp. 

Note that if you have lost all of your lives and continued the game, the 
count of defeated enemies is reset to zero and the trick will not work until 
there are 30 indicated again. 
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Warrior Level Passwords. 
Drakonis: IBIR T5C3 X5PT Inferno: XWC7 HZB5 5TJ! 
Dogmire: 7JM8 QQCB 9SPS Nho: V2L8 14BV 92K! 


New Mojave: 1FQ8 R5CL 9KK2 


Blast Off. Select your favorite (or least favorite) challenge with this secret 
stage select screen. From the title screen, press the following: L, R, L, R and 
Down. You'll hear a “clang” to let you know the trick has worked. Next, 
choose the number of players and you will move on to a hidden Select Start- 
ing Round screen. 


Dead End Kids. When you come to a spot where you seemingly can’t go any 
farther, try pressing the Down arrow and the B button. You just might get 
past. 

Tire Kicking. Knock down the airplane ghoul by kicking at the parts in 
this order: body, back wing, nose and finally the cockpit. 

Dino Dumping. Jump on the big guys, holding the Down arrow. Let your 
powered-up leg give them a kick; save your Saber for other challenges. 


Change the shape of a landform before you start a simulation. To do this, 
start a new city and choose any of the landforms, but don’t build anything. 
Instead, wait about ten seconds and then accesss the Total Screen. Exit the 
Total Screen and choose the Save/Load option and select “No.” Now, return 
to the main menu and activate the Start New City option. The landform will 
now change. 
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Pick Your Scenario. The standard route to success in this game—and a dif- 
ficult one at that—is to complete each of the eight scenarios in order. Using 
this trick permits you to choose any one at any time. 

From the title screen, press Start to go to the main menu. Select the Sce- 
nario command but do not press Start; instead press and hold the L and R 
pads and the Y button and then press the A button to display a Stage Select 
screen. Choose the scenario you want to play and then press Start. 


Wonder What They Meant by That? What do you suppose is the significance 
of Wits’ real name: R.L. Wright? What could that mean? What are those ini- 
tials? RLR? Where have we seen those letters before? 

Okay, for those of you who need it all spelled out: Here is the way to learn 
the secrets for each chapter. At the start of each level, press the R, L and 
then R pads to reveal clues. 

Secret Passage. Careful explorers will find a secret exit from Chapter 1, 
Part 1. When the game begins, walk all the way to the right to the last of the 
second group of green cliffs. Jump onto the rising platform you find there 
and hitch a ride to the next platform. Stay on the second platform to the 
top of the cliff; when you get there, jump to the left. Now head left, looking 
for a box hidden down in a hole. Pick up the box to enter the Secret Zone 
with an exit from the chapter. 

Another One! Well, all right. Here are two more secret exits. 

To escape quickly from Chapter 2, Part 2, go to the right from the start 
of the level and descend the first ladder and then continue to the right 
again. Climb down the green rope and descend to the bottom. Now reverse 
course and move leftward until you find a purple crate. Climb atop the crate 
and jump three times and then press the L pad. Simple, right? 

And here’s a map for Chapter 2, Part 3. Head to the right, counting chim- 
neys on the buildings as you pass. Climb atop the chimney and press Down 
and then the R pad. 


Home Run. Skip to the upper levels of the game with this trick. Watch the 
title screen and wait for it to ask you to “Push Start Button.” Don’t! Instead, 
enter the following key combination: Up, Up, Down, Down, Left, Right, 
Left, Right, Select and then Start. Use the Right arrow to change the start- 
ing level from 1-A to as high as 4-A. 
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And, here’s an alternate key combination for the same trick: Up, Up, 
Down, Down, Left, Right, Left, Right, B, A, Select and then Start. 


Passwords. Here are a few passwords for a l-player game. 
Brigand & Thug 
World 2 WIV19S2SH21Q World 4 414ILIV4QVX6 
World 3 RISVDQWF01VP 
Nawie & Scientist 
World 2 CJWI9D2QQ2XF World 4 4J3WLPV9XWSC 
World 3 RJXVD8WFPIVP 


We’ll Take It. Can you really want to play this game at an even higher level 
of difficulty? Well, okay: At the title screen press and hold the L and R pads 
at the top of the Controller and then press Start. If you’ve done it right, 
you’ll hear a woman scream. Now move on to the options screen and choose 
Very Hard. 

Okay, You Take Him. Here’s a good move when you're fighting in a 
crowd: Pick up a dizzy opponent and use an Airplane Throw to launch him 
into his friends. 

Level select: Go to the Options screen and move the cursor onto Music. 
Change the music number to whichever stage you want to play. Next, hold 
the Select button and press: L, R, R, L and Start. You will begin the game at 
the level of your choice. 


Push ‘em Back, Even Harder. If this game is somehow not difficult enough 
for you, here is a trick to shift into a super tough mode. At the title screen, 
press Select to display the options menu. Now hold the arrow key in the 
Down/Left direction and press and hold the L and R pads at the top of the 
Controller; with the three buttons held down, press Select. 

If you’ve done it all correctly, your car will change to gray. 

Codes, You Want Codes? All you’ve got to do is ask. To display the pass- 
word screen, press Select at the title screen to display the option screen, and 
then press Select again. 
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Stage 2: 246860 Stage 13: 832115 Stage 24: 845684 
Stage 3: 402713 Stage 14: 955306 Stage 25: 377493 
Stage 4: 312171 Stage 15: 274443 Stage 26: 993201 
Stage 5: 346312 — Stage 16: 487735 Stage 27: 037362 
Stage 6: 373243 Stage 17: 626631 Stage 28: 725375 
Stage 7: 650665 Stage 18: 872669 Stage 29: 578456 


Stage 8: 449357 Stage 19: 349583 Stage 30: 599544 
Stage 9: 736725 Stage 20: 668227 Stage 31: 802775 
Stage 10: 876963 Stage 21: 175845 Stage 32: 511588 
Stage 11: 884887 Stage 22: 121915 


‘Stage 12: 497998 Stage 23: 644028 


Early Warning. Here’s one of the stranger hints we’ve ever had the privilege 
of offering, a sort of radar about upcoming dangers that is displayed as part 
of the score of the game. 

Here’s how it works: All of the scores in this game are awarded in multi- 
ples of ten, and so the last digit of the score is always a zero. With this 
change, though, the last digit will vary in the range from 0 (easiest) to 7 
(most difficult) to indicate upcoming threats. 

To change the scoring method, start at the title screen. Move the cursor 
to point to the Options line. Now press the Select button once and then 
press Select a second time and hold down the button. Now press Start to 
enter the Options screen and the trick is done. 

Long Distance Reset. To restart the game, you can reset the game from 
your Controller by pressing the following keys together: L, R, Start and Select. 


Thwack your way deep into the game: 
Level 1: 000 Level 3: 354 Level 5: 988 
Level 2: 732 Level 4: 116 Level 6: 470 


Dizzy Debug. Enter as your password: MIMICHAN 
You will see a hidden Options screen allowing selection of level, invinci- 
bility and sound test. 
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Character Profiles. To read all of the character profiles, without having 
to wait for the entire demo to run through, turn on the game and let the 
demo begin. When the first character profile appears, use Controller 2 and 
hold down the L and R buttons. Keep holding these buttons and you'll see 
all of the character profiles. : 


Password. Here’s how to reach the final stage and step up to the plate with 
the Tropical Girl. Enter this password: 6A87BBC439E7. 


Lay One Down. The computer is not very good at defending against a bunt. 
In fact, you can sometimes bunt with batter after batter and reach base. 

If He Frowns, Send Him Back. Check the condition of each pitcher 
before you bring him into the game; if he’s smiling, he’s ready to throw. 


Pointless but Otherwise Useless. At the title screen, press and hold down 
the L or R pad on the Controller and then press the Reset slider switch on 
the Super NES deck. When the game restarts, you will be able to control the 
direction ‘of the baseball by pressing one of the arrow keys on the Controller. 
There is no other effect on the game. 


If Only You Could Do This on a Real Battlefield. Here’s how to suspend 
time—for your enemies only. Use the 62mm machine guns and lock a bad 
guy in your sights. When you make a hit and the enemy pulses red, quickly 
press the Start button to pause the game. If you do it just right, your shots 
will continue to fly his way but he will be unable to move or shoot back. 
When you unpause the game, he’s toast. 

Mind Those Mines. We hope we don’t have to tell you not to drive into 
mine fields. But did you know that you can destroy most fields with machine 
gun fire—blow up the mines before you drive among them? 
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Tiny Bomber Men. Enter this password, and you'll control Tiny Bomber- 
men. These guys have the same abilities as their larger counterparts, but 
these smaller dudes are harder to see. Enter: 5656 as your password at the 
start of the game. 


Passwords: 

Level 1-1: 4554 Level 3-1: 3452 Level 5-1: 4253 
Level 1-2: 1504 Level 3-2: 6404 Level 5-2: 7204 
Level 1-3: 4545 Level 3-3: 5442 Level 5-3: 2243 
Level 1-4: 0513 Level 3-4: 0412 Level 5-4: 6213 
Level 1-5: 2525 Level 3-5: 5424 Level 5-5: 5225 
Level 1-6: 1563 Level 3-6: 6463 Level 5-6: 6262 
Level 1-7: 2533 Level 3-7: 2432 Level 5-7: 2234 
Level 2-1: 6052 Level 4-1: 1155 Level 6-1: 1653 
Level 2-2: 2004 Level 4-2: 2105 Level 6-2: 2603 
Level 2-3: 1045 Level 4-3: 1143 Level 6-3: 1642 
Level 2-4: 4013 Level 4-4: 3115 Level 6-4: 3613 
Level 2-5: 7024 Level 4-5: 1122 Level 6-5: 7623 
Level 2-6: 4062 Level 4-6: 5165 Level 6-6: 5663 
Level 2-7: 7035 Level 4-7: 1134 Level 6-7: 7632 


odli 5 re. F 
Perfect Cheat. What a thrill for those of us who dream of breaking 100; 
here’s a way to roll a perfect 300-point game. 

Select a right-handed bowler and a 16-pound ball, and choose a non-oiled 
lane. Wait for the bowler to appear on screen, and then tap the R pad twice 
to move the aiming arrow two spaces in that direction. Then tap the Right 
arrow once to move the bowler one space in that direction. 

When the hook meter appears, choose the maximum hook to the far 
left. When the power meter is displayed, stop the meter near the orange 
power bars. 

If you’ve done this correctly, you will roll a strike. Do it again and again 
and again to rack up a perfect game. 
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Open the door to Level Select with this sequence that begins at the title 
screen. Press Start to go to the Select Game screen. Now press L, R, R, L, 
Up, Down. A number will appear in the middle of the screen; use the arrow 
keys to adjust the level and then press Start to begin the game. 


No Conflict Here. You will stand a better chance if you can hobble the com- 
puter a bit; here’s a two-controller trick to do just that. 

Any time you are fighting the computer, repeatedly press the B button on 
Controller 2 to change the machine’s weapon. It might be easier if you have 
a turbofire device for Controller 2. 

Live to Fight Another Day. With the game underway, press Start to dis- 
play the menu and select the Preferences option. Press the A button, set the 
Combat Mode to Long and return to the game. Now, when you are under 
attack by an enemy, pump the R Pad as fast as you can to retreat. Do it prop- 
erly and you will avoid most damage. 


Live Forever. Begin the game and then pause the action. Now enter the fol- 
lowing: A, B, X, Y, Right, Left, Up, Down, Left and Right. 

Stormy Weather. Here’s a strange hint that seems to have no effect on the 
game other than the introduction of a set of storm clouds to the title screen 
and introductory scenes. 

When the space ships start flying through the E.D.F. letters on screen, 
press and hold Start and Up on Controller 2. Then press Reset on the Con- 
trol Deck to reload the game. 

The Homing and S-Laser weapons are best used against groups of oncom- 
ing enemies. 


Level Select. At the main title screen, use Controller 1 and press: A, B, Y, 
X, A, B, Y, X, A, B, A, B, Y, X, X, Y, A, B, Y, and X. You’ll hear Darth Vader 
say “Impressive.” Start playing the game. Using Controller 2, press and hold 
the L and R buttons simultaneously, and you will enter into a Debug mode. 
From this screen, you can choose your level, number of lives, health, and 
weapon. 
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Start with 7 Credits: At the main title screen, press: X, Y, A, B, X and the 
X. Now, start the game. To start the game with 99 lives, enter this code at the 
Game Select screen: X, Y, B, B, B, X, A, Y, Y, B, A, X, Y and then Start. You'll 
hear Darth Vader say “Impressive.” Now, when you begin the game, you’ll 
have 99 lives. 


Passwords: 

LEVEL EASY BRAVE JEDI 
Level 1 WDWDWB TCCTSJ FHPSMN 
Level 2 SSFJNP CCTLFR 

Level 3 NSRSCL NLBJJF MDWNDF 
Level 4 WEBJTB JRWNPL THNTLR 
Level 5 BHRDHL DGDBPL LQYSCH 
Level 6 HMGPWJ RCWJMF GQTVDD 
Level 7 LDGLTJ JRGRTD PNFDHJ 
Level 8 LLJFBG MDBNMR SCWWFZ 
Level 9 WLJWDN HDPPLL LFHWWB 
Level 10 WBWHRW GTLCNP RBHNFC 
Level 11 NCCGSP WWBGHF KCDFZK 
Level 12 GLITDJ PGBNBH KCCVGJ 
Level 13 GJBHNF TNPSPL RBQRWS 
Level 14 MCDGRJ DLPMMD QBTTXX 
Level 15 PGPNMG SHRBLW ZGLKDV 
Level 16 NGMSJB LNGPNN VVDQXC 
Level 17 RLMSWJ FSFMSR FGTTVV 
Level 18 MBRCGB FCPDPC YDHBQT 
Level 19 SWPMSS HPLSHJ TNHJSK 


Drive, He Said. Live forever, or at least continue for as long as you want, 
with this special trick. You'll need to plug in both Controllers. Select a two- 
player game, and choose the red truck as your own; leave the blue truck at 
the starting line. At the end of the race, you will finish third or better and 
be ready to go on to the next event. 


— L 4 


Beating a Quick Retreat. Skip over the first stage, fight the impulse to head 
to the right when the game begins and go left. You'll come to a barber pole 
exit. 
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Howdy, Podner. Separate your Force pod and let it travel on ahead of your 
R-9 in some of the most difficult areas of the game. Reunite and place the 
Force in front of the R-9 for up-close battles where the indestructible pod 
can serve as a shield. 

Earn and Learn. The Novice level of the game is ultimately very boring— 
you've got to work pretty hard to lose a life—but it is a very good way to get 
to know the game. Move your way up through the difficulty levels after you 
feel comfortable with the controls and tactics. 

Select-a-Type. Here are the quick keys to Stage Select. From the second 
title screen (after you have chosen a difficulty level), press and hold R and 
A, and then press Up nine times. Listen for the special tone. Now begin the 
game and then press the Start button to pause the action. Next, press the R, 
A and Select buttons at the same time. You’ll see a number in the bottom 
left corner of the screen; use the Up or Down arrows to change the num- 
ber. 01 through 07 are the first seven levels; 11 through 17 are more diffi- 
cult versions of the same levels. If you were already in the Hard mode, choos- 
ing 11 through 17 will put you into the almost-impossible Pro mode. 

More Power to You. Gain any instant Power-Up with this two-part hint. 
First you need to turn on the zoom feature: from the second title screen 
(with the mode select), press Down, R, Right, Down, Right, Right, Down, 
Right, Down and Down. Listen for the special tone. Then proceed to play 
the game and press Start to pause the action. Now press R, Right, Down, Y, 
Down, Right, Down, Left, Right, Down, Right and Right. Finally, select an 
Initial Attack and a Missiles and Bombs choice from the following table: 


Initial Attack Missiles and Bombs 
A Sky Attack Laser A Homing Missile 
B Ground Attack Laser X Spread Bomb 


X Reflect Laser 
Y Spread Laser 
R Shot Gun Bomb 


You can issue the second part of the code again and again by pausing the 
game again. 

Sounds Good. And there’s more: a secret way to play with the sounds of 
this game. From the options screen, go to the music test and select a tune. 
As you play it, press the Right arrow to fade the music out. Each time you 
hit the button, the fade will work faster. 
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Unlimited Putty. While playing a game, press Start to pause the action. 
Next, press: R, A, L, L and then Y on Controller 1. If you did this right, the 
entire screen will shift to the right. When you unpause the game, you can 
die, but the number of lives remaining won’t change. Once this code is 
entered, you can also skip any level simply by pressing the Select button. 


Aw, Shoot. Here are the instructions to pick up a 100,000 point bonus. In 
the Blastris mode, choose the Mole Patrol game and set the difficulty level 
to MED. You will begin in Level 10; your goal is to work your way up to Level 
12 with a perfect score. If you can do that, keep your eyes open for a small fly- 
ing mole with a yellow cape. Shoot him down for a cool hundred grand. 


What a Kick! Here’s a code to skip to the final match, played against 
Argentina: 

Up, Down/Left, Right, Right, Right, Up/Right, Down and Up. 

Wait a moment for the ref to do his thing and then you’re on your own. 

Expert Mode. Want to play the game on a new, more difficult level? Select 
the Super Soccer Tournament and then enter the following key combination: 

Up/Right, Down/Left, Right, Down, Down/Right, Left, Down/Left and 
finally Up/Left. 

Who’s Responsible for This? To take a peek at the ending credits for the 

. game, select Super Soccer Tournament and then enter the following key 
combination: 

Up, Up, Up/Right, Down, Right, Down/Right, Up/Left and finally 
Down/Left. 

Head-to-Head. Here’s a two-controller code for this game that will allow 
you to put the Nintendo team up against any of the others. From the Team 
Select screen, press and hold the Start button on Controller 2 and then 
press the B button on the same controller. This will assign the Nintendo 
team to Player 2. Now, Player 1 can challenge with any other team. 

Team-to-Team. You can also use the same trick to set up a practice ses- 
sion between two teams from the same country. Move the indicator for Play- 
er 2 to the team you want, and then press and hold the Start button on Con- 
troller 2 and then press the B button on the same controller. Then move 
Player 1’s cursor so it overlaps the same selection and press Y on Controller 
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2. Press the B button on both controllers to begin play. 
And, here are some keypad codes for the German team; enter them at 
the title screen: 


Against U.S.A: Up, Left, Down, Down, Up/Right, Left, Up and Down. 
Against Italy: Right, Up/Right, Left, Down, Right, Down/Right, Down 
and Up. 

Against Nintendo team: Right, Up/Right, Up, Left, Up/Right, 
Down/Right, Up and Down/Left. 

Secret Soccer. For a real kick, play these secret games. Start with a final 
against Argentina: Up, Down/Left, Right, Right, Right, Up/Right, Down 
and Up. Your assignment is to defeat Argentina; sit still and watch the ref- 
eree come out and steal the trophy. The next match will be a hidden 
game against the computer. 


Best on the Block. Here’s the code to hiring the best kickers on the block 
for this Taito game. From the title screen, press: Up, X, Left, Y, Right, A, 
Down, B, Left, Up, Right, Down, Select and Start. 


Squash Them Bugs. In Stage One, concentrate immediately on all of the 
scorpions in the first screen—destroy them all for a quick power-up for 
your blaster. 

Luigi, Too. Don’t bother shooting the gun turrets at the top of the Sand- 
crawler; make like Mario and run and jump over them. 

Who Should We Say Is Calling? If you want to immediately be Han Solo 
or Chewbacca, enter the following at the LucasArts title screen: Y, X, X, X, 
A, A, A, B, B, B, Y and Y. 

Debug Your Way to Customization. You'll need both controllers plugged 
into your Super NES to display the hidden debug screen that permits selec- 
tion of a starting stage, altering characters or weapons and increasing avail- 
able lives and health. 

At the title screen, move the cursor to Option Menu and press the fol- 
lowing key combination: A, A, A, A, X, B, B, B, B, Y, X, X, X, X, A, Y, Y, Y, 
Y and B. If you’ve done it right, you’ll hear the Jawa yowl. When you press 
Start on Controller 1, you will be able to choose from among three charac- 
ters: Luke Skywalker, Han Solo, or Chewbacca. 

Now proceed to play the game, and any time you want to call forth the 
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Game Debug Menu just press the L and R pads at the top of Controller 2. 
Press Start on Controller 1 to return to the game. 

Debug Your Way to the Next Level. Once you have enabled the Debug 
feature, any time you are unable—or unwilling—to finish a level, simply 
press Start on Controller 2 and you will automatically zoom to the end of 
the current stage. 

Debug Your Way to Invincibility. This trick assumes you have already 
enabled the Game Debug Menu as described earlier. Now with that menu 
displayed, press and hold the following buttons on Controller 2: A, B, X, Y, 
Select and Start. With the buttons still depressed, press and hold down Start 
on Controller 1. 

If you’ve done it correctly, the screen will go blank. Now release the but- 
tons. When you resume play, your character’s location on the screen will be 
displayed (in X and Y Cartesian Coordinates) at all times. Much more 
importantly, you will be invincible to most dangers, and will also be able to 
walk through walls. If you press Down and B at the same time, you will be 
able to drop through floors as well. 

98 Star Warring Lives. Rack up the lives in Level 5, the Land of the Sand- 
people. Just before you come to the second set of floating rocks, walk off the 
ledge. Press the Left arrow as you fall and you will find yourself in a hidden 
room full of boulders. Shoot the ceiling to reveal a secret cache of 1-Ups. 
Collect as many as you can and then walk off the ledge and press the Left 
arrow again to repeat the process until you have gathered the maximum of 
98 lives. 

Secret Code and Sound Screen. Here’s a somewhat complex entry to a 
hidden sound test and code selection screen. 

Begin the game and proceed into the first level. Then press and hold Y, B, 
X and A at the same time; keep your fingers on the buttons and then press 
Start. If you’ve done it right, you'll see a sound test screen; make any alter- 
ations to the audio you want and then return the game by pressing Start again. 

Now, press the same set of keys to go back to the sound test. This time you 
should see a slightly different screen, this one displaying a secret code at the 
top. Write down the codes and then turn off the SNES and turn it back on 
before you enter them; the trick will not work if you use the Reset button. 
Or, return to the game and then call up the Sound Test screen again and 
again in search of more codes. 

Enter the codes using the buttons on your controller when the Option 
Menu screen appears. The codes tell you which buttons to press one after 
another; if you do them right, you'll hear a special sound. 

Here are two codes: 

Light Saber: YYXXABXA 5 Continues: XBBAY 
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Caped Crusaders. The creeps with capes are among the most dangerous 
enemies in the game; if they start to spin they are invincible, so go for them 
while they are still or use the Super Jump to get past them and wait to take 
them on when they stop. 

Who Did This, Anyway? At the LucasArts title screen, enter the following 
to see the names of the programmers behind the screens: A, B, A, B, A, B, 
A and finally B. 


Fighting by the Numbers. To jump to any of the missions of the game, press 
Select from the title screen to display the password menu. 


Libya Day 066F87FH Libya Night 062H869D 
Gulf War Day CGGG4724 Gulf War Night 90B68G8C 
Korea Day 057F4902 Korea Night HF3H09H8 


Hidden Mission - Super Strike Eaglewonder dog. Begin with over 
2,000,000 points, plus have access to all of the AAMs and AGMs: G6CH4228. 


eae y 


When All Else Fails. There are, apparently, two ways to win at this game of 
Tennis: You can prevail on the basis of your superior athletic (and Ninten- 
do) ability, or you can cheat. Here’s how to cheat: Start by plugging in a pair 
of controllers. 

While you’re playing a match, press the Select button to bring up the 
Score and Statistics screen. Now move to Controller 2 and press the R pad 
twice, then Left arrow, Down, B, A, L pad and L pad. If you’ve done it prop- 
erly, you will hear applause. 

Now press the A or B button on Controller 1. You'll see a display of let- 
ters and numbers. Look first at the single digit that appears at the top of the 
block of numbers. The translation is as follows: 


0 = Player 1 2 = Player 1’s partner in doubles. 

1 = Player 2 3 = Player 2’s partner in doubles. 

You can change the player by pressing the A button. 

Below you will see a display of four rows of eight letters and numbers, 
ranging from 0 to 9 and A to F. (Think of the range as one continuous array, 
running from a low of 0 to a high of F.) The top row is the indication of the 
player’s strength and speed. The second and third rows relate to the intelli- 
gence of any computer-controlled players; the fourth row controls unim- 
portant characteristics. 
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Use the arrow keys to highlight the character you want to alter and press 
the X button to change. The highest score would be all Fs. Press the Select 
button to return to the game. 

Honestly. Now, here’s an easier and more automatic way to make the 
change to a super player. Go to the Player Select screen and highlight the 
name of the player you want to use. Then, go to Controller 2 and press the 
L pad five times, the X button once, the R pad seven times and the X but- 
ton one more time. Return to the game and clean up the courts! 

For those of you who want everything served on a plate, here are a few 
exact codes to try. This first one will bring you to the secret Exhibition Tour- 
nament, which is usually unavailable until you have won every tournament 
and have finished in top place among all of the players in the world: 

PC2GNYB Q14065C 6PDJSTK 8XD3HRF 

TLWJPC2 GNYBQ14 065QJNM FTW 

Here is the code to a battle against one of the most difficult opponents, 
Don, who lives on a hidden island: 

K8XD3HR FTLWJPC DJSTK8X D3HRFTL 

2GNYBQ1 4065C6P WJPPDLW 1RK 


Level Skip. Go into the game, start playing and then press Start to pause. 
Next, press: Right, Left, Down, Right, A and then Start. You will hear music 
and the next level will begin. You can keep doing this trick until you reach 
the end of the game. 


Validate Yourself. Here’s the secret to a hidden stage selection screen: 
from the title screen, enter the following sequence of commands: Up, 
Down, Left, Right, Up, Down, Left, Right, Up, Down, Left, Right, Select, 
Select, Y, B, Start. 
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Level 2: JHKKWR Level 8: JJRSWH 
Level 3: WKKJWW Level 9: RSRMWH 
Level 4: JKRLWR Level 10: JSKHHH 
Level 5: RBKKWW Level 11: RLKBHH 
Level 6: JBKHRR Level 12: JLLSFH 
Level 7: WJRMWH Special Password: KHHRSJ 


Codes galore! At the main title screen, press the following: 
10 Continues: B, A, Y, A, X, A 
20 Continues: Y, X, B, X, A, X, L, R, B, A, Y, A, X, A 
Stage Select: A, Y, A, Y, X, Y, X, Y, B, A, R, L 


Is This How Jordan Rules? Wanna find a way to ease up a bit on the 
courts—or make it even tougher? There’s a hidden difficulty selection 
screen for pre-season games. To display the menu, select a pre-season match 
and before you choose a mode of play, move the arrow to the Control 
option. Press the A button and there it is! 


Faster Speeds. At the main title screen, enter this code to access the third 
speed setting. Using the second controller, press: Up, Up, Down, Down, 
Left, Right, Left, Right, B, and A. If you entered this code correctly, you'll 
hear Aska’s voice. Now, when you check out the Options screen, you'll 
notice several additional menu choices. 

To receive ten credits, use Controller 2 and at the main title screen, enter 
this code: B, B, B, A, A, A, X, X, X, X, X, X, and X. You can now change the 
number of credits to 10 from the Options screen. 

Reach two secret stages by using Controller 2 to enter this code at the 
main title screen: L trigger, R trigger, L trigger, R trigger, L trigger, R trig- 
ger and A. Nowyou can fight in the Metro Train stage and the Studio 6 stage 
in the Versus mode. 

Also in the Versus mode, you can choose to control one of the Boss char- 
acters. Using Controller 2, enter this code at the main title screen: X, Up, Y, 
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Left, B, Down, A, Right, X and Up. You’ll hear a female’s voice if you 
entered this code correctly. Now, select the Versus Battle mode. Move the 
cursor to the top left corner of the screen and either player will be able to 
control one of the Boss characters. 


Extra Lives. At the main title screen, use Controller 2 to enter this code: 
Up, Up, Down, Down, Left, Right, Left, Right, B, and A. On Controller 1, 
press Start. Select the Options menu. From the REST option, you can now 
set the number of lives to ten. 


Last Chance Garage. There’s a hidden Customize Car screen within the 
game that allows you to create your own vehicle. To get to the screen, you'll 
need to have two controllers plugged into the Super NES. 

While the Driving screen is displayed, press the L and R pads at the same 
time on Controller 2 and release them at the same time. Use the up and 
down arrows to move from option to option, and the Left and Right arrows 
to scroll through available settings for each option. 

Auto-Shift. Turns automatic transmission on or off. 

Car Height. Adjusts the suspension. 

Drag Coefficient. A determination of the wind resistance of the vehicle; 
the higher the number the lower the resistance and the potentially faster 
the car can go. 

Brake Coefficient. The higher the number, the faster the vehicle will stop. 

Acceleration Coefficient. The higher the number, the quicker the vehi- 
cle will accelerate from 0 to 60 mph. 

Maximum G-force: The higher the number, the better traction for your 
tires. This affects your ability to take turns at high speed. 

Scrub Rate. The higher the number, the more lateral (sideways) move- 
ment your car will have while skidding and the more speed your vehicle 
will lose. 


99 Continues on the Wall. Here’s a relatively easy but somewhat annoying 
way to earn as many as 99 continues. 

From the title screen, press the B Button rapidly while the words “Push 
Start” appear on the screen. You’ll hear a special tone each time you regis- 
ter a freebie. Don’t start the game, and just wait for the title screen and the 
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message to appear again and press B again as quickly as you can. 

You can make it a bit easier by using a controller with a turbo setting; just 
lean on the B Button. 

The tricky part is this: The maximum number of continues you can hold 
in reserve is 99, and if you go over that amount, the system will reset back 
to 0. Somehow, with everything else going on, you’ve got to count the num- 
ber of special tones you hear and stop short of 100. 


Passwords. 


Level 1: Babs/Gogo/Montana Max 
Level 2 - Plucky/Bookworm/Elmyra 
Level 3 - Montana Max/Calamity/Shirley 
Level 4 - Bookworm/Plucky/Babs 

Level 5 - Gogo/Calamity/Lil’Beeper 
Level 6 - Montana Max/Babs/Sweetie 


Upshift. Pick your racing level and the site of your next competition with 
these codes: 


AMATEUR 

South America MOONBATH France EMULATOR 
Japan GEAR BOX Italy ANALYSER 
Germany CAR PARK U.K. HORIZONS 
Scandinavia ROAD HOG 

PROFESSIONAL 

South America FOUR MEG France ALCHEMY 
Japan LEGEND Italy A LOOPER 
Germany THEWORLD U.K. SEASONAL 
Scandinavia LETSRACE 

CHAMPIONSHIP $ 

South America EDUCATED France EPYLLION 
Japan OILCLOTH Italy GLUCAGON 
Germany WRECKAGE U.K. KEELSON 


Scandinavia CARACOLE 
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Ultra Run. In many of the stages you can avoid the assaults of a monster by 
continually running from left to right and vaulting over the monster each 
time you meet him; stop and shoot when your weapon gauge is fully 
charged. A similar strategy is to stand in one place and use the high-jump 
(the X button and the Up arrow) to stay in the air over the creature. 

The key to defeating a creature is to get his life power down as low as you 
can and then keep it low while you wait for your weapon power gauge to 
fully charge. Get in a few kicks and punches and then let loose with the SP 
beam when the monster’s FINISH indicator is on. 

Ultra Options. To get to a hidden option screen, press Select and Start 
from the title screen. You can change difficulty, music and sound and select a 
Test Fight option to rebattle any of the monsters you have already vanquished. 


Are You Game? Here’s the key to a secret, super mode called Gamer Level. 
You’ll need to have two controllers plugged in. Go to the option screen at 
the start of the game and highlight the Game Level indicator. Now press and 
hold A and X on Controller 2 and then tap the Right arrow on Controller 
1 until the game level changes to Gamer. Exit the selection screen for a 
super-tough battle. 

We Got Ourselves a Convoy. Keep an eye out for convoys of supply trucks 
on the ground. Destroy them to pick up an easy $20,000 for your next shop- 


ping trip. 


Life Ever After. Begin the game and then press Reset. When the copyright 
screen (_&_ 1991 American Sammy) is fully displayed use Controller 2 to 
quickly press Up, Down, Up, Down, Select and Start. Change over to Con- 
troller 1 and begin the game. Press Select to show the Character Display 
screen and choose Status. Now, back to Controller 2 and press Select. If 
you’ve done it right, the word Debug will appear next to the word Status. If 
you press Select a second time you will turn off the Invincibility mode. The 
trick to making this code to work is to enter the first set of codes after the 
copyright screen is fully displayed and before it begins to fade out again. 

Sounds Good. During the game, press Select on Controller 1 to bring up 
the Character Display screen. Then press Select or Start on Controller 2 for 
a special music screen. 
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Which World, Wayne? Press Start and w: 


ait until Wayne and Garth imitate 


the act of singing. While they make noise, press the X, L and R buttons at 
the same time and then release them; now press Up, Y and B at the same 
time and then release. Use the Select Button to cycle through the level num- 
bers at the bottom of the screen. 


Hi-Tech, Wrong Plane. Here’s a trick that creates an historical anomaly: an 
old biplane with a modern radar screen. But, hey, all’s fair in Nintendo and 
war, right? When the title scene is displayed, press and hold the L and R pads 
and the Up arrow, and then press Start. 

Darn you, Baron! Here are some codes. 


Stage 5 BV!WV!IHLPQCMP Stage 15 NHQCKWBLHXQ 
Stage 7 BT!JGX!DGLZST Stage 17 D8!ZHF!GNLM2G 
Stage 9 CG!IYPDM4LVIGL! Stage 19 W7!JBWCMGr!MI1 
Stage 11 !7ZGW7R6XMB!2_—s Final Stage BBHnwLL1CB!r 
Stage 13 G!!DPNGIBOFD6 

More codes, you say? Glad to oblige. 

Bombing run FGXHMBQ!nG!xF Strafe LHxPFCb!4!!!BsG! 
Strafe r5xKNJH2pe!3 Dogfight S!!dNpG9BwH96 


Dogfight HmdMJ6C!brG!v!_ Bombing run 6m!CQG!NCGGL8 
Bombing run T!BRLQ!wC7IBF! Dogfight DvkbP4T!dXwB 


Dogfight jX2TBGnkGC!w Strafe B!HdPBB!gQLTB! 
Strafe sZG70wW6HBF Dogfight zq5gPNL8Hq!B 
Dogfight !4!FIGCwPQk8Y Dogfight !c!LIKGsKQFXj 


Bombing run hVY09Gs4BG!Z Bombing run 7dxl2G8MwR!Z 

Dogfight TYW2yn!R7Hzh 

Marty White. Why bother fighting at all? To start the game with a fully 
powered Marcel LeBlanc, select “CONTINUE GAME?” from the title screen 
and then don’t enter any password. Simply select “END.” 
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Level 2: Name - Assassin 


Code - XGBBKGXMZW System - Border Zone 
Level 3: Name - Assassin 

Code - DBBZHHBBZ2 System - Midgard 
Level 4: Name - Assassin 

Code - XGZZKBV2BX System - Jotunheim 
Level 5: Name - Assassin 

Code - 5B3CKGWVW2 System - Bifrost 
Level 6: Name - Assassin 

Code - 3G3HHBFV8B System - Valgard 
Level 7: Name - Assassin s 

Code - 3VVWHBFMRG System - Vigrid 


Unlimited Ammunition. Before the game actually begins, hold the R button 
on Controller 1 and then turn on the power to your Super NES. At the main 
title screen, release the R button and begin playing the garne. Press Start to 
pause the game, then press: R, Up, B and then A. When you restart the 
game, you'll have 299 bullets. Of course, you can repeat this trick as often 
as you need to. 


Super Punch. At the start of the game, wait for the legal screen to appear, 
and then hold down the B button and press Y. You will hear one of the 
wrestlers shout “Ugh!” Now, start the game and you'll discover that your 
wrestler can perform Super Punches. Each punch will reduce your oppo- 
nent’s health meter by half. 

Character vs. Same Character: At the character selection screen, quickly 
press the L button and the WWF logo in the background will stop moving. 
Next, press and hold down the R button and then the L button. As you press 
down these buttons and the logo remains frozen, press Select. The current 
wrestler will be registered as your choice, and a clone of that wrestler will be 
added to the list of available wrestlers. 
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Who’s Got the Button? The button assignments differ, depending on 
whether both wrestlers are standing, one opponent is down, your wrestler is 
locked up, the action has moved out of the ring—there are so many differ- 
ent moves that the manual becomes all but useless. You’ve got to play this 
game enough times to command the moves without thinking. 

Dee-Fense. If your Energy Meter is very low, wrestle defensively. In a tag 
match, now is the time to make a switch. String together a series of moves 
to keep your opponent off guard. If the other wrestler is always on the defen- 
sive, he’s not likely to knock you down and he'll use up his energy. 

But That’s Cheating! Here’s a way to apply a bit of magic to your pins. 
Fight your opponent to where he has half of his energy left or less. Get him 
down on the mat and then press the X button to pin him and immediately 
press and hold the Up arrow and the Y button. The ref will come in for the 
count and your opponent will not rise off the mat. This trick will not work 
in Tag Team or Survivor modes. 


Another Way. If you cannot get past a particular challenger (not the boss), 
stick around and battle all of the lesser enemies you meet. You will continue 
to earn points and eventually you will be promoted to the next level of power. 

Up Shot. A very important tactic of the game involves learning to shoot 
up through ceilings or across walls to destroy enemies before you come face- 
to-face with them. 

Missile Alert. When you spot a missile on screen, you have only one pri- 
ority: to destroy it. Missiles move faster and with better direction than most 
other enemies. In early stages, the missiles tend to come in low and hard. 
Squat down and shoot straight. 

Arms for the Man and Woman. Arms makes its reappearance at the end 
of the first level and the stage is set for a showdown. You can choose one of 
the three different platforms or hide down in the lower left corner—in any 
case, your shots will only count if you can land them on Arms’ eye, which 
will only be exposed when the claws are open. 

Nice Doggy. Panthera turns into a whirling circle of energy when he 
leaps into the air. He also can squat down lower and get into tighter places 
than either of the other two robots. Use him to explore tunnels and crawl- 
ways, like the one midway through the second level. He’s not a very good 
fighter, though. Be sure to switch back to Alcedes or Triton once the robo- 
dog has played fetch. 
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Passwords. 
Level 05: FHRX Level 21: PXBG Level 33: WJQX 
Level 09: NBGW Level 25: XYLZ Level 41: BRPK 
Level 13: RFCR Level 27: BZVG Level 45: VLHK 


Level 17: RKYL Level 29: XLZG 


Qo 


Game Genie Codes 


DDB6-1FA7 Infinite lives 
C9CC-44AD Infinite hearts 
3BA5-37D4 + D9A5-3704 Jump higher 


TEOC-C059 Infinite time 


DF64-1DD0 Start with 1 life 
F064-1DD0 Start with 20 lives 
C221-4FA5 Infinite lives 
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C283-37DD Infinite continues 

C267-4D0A Almost invincible 

FB80-44AE Emeralds now worth 3 

DDA74DD5 Bonus stage after every level 
C236-0DDD Receive no damage from punches 
C238-0FDD Receive no damage from jump attacks 
C286-A70D Infinite lives 

C9A7-C404 Protection against some hazards 
DB68-4F00 Start with 9 lives 

DDZE-3D6B Maximum energy from hearts 


DB6F-4464 + DBCO-4DD7 Start with 9 test tubes 


DD4A-8548 + D69C-E53E End Boss after Ist Match. 


22BB-AD01 Infinite lives in sideview stages 
22BB-6F0B + 6DBB-64DN and Infinite lives for topview stages 


402C-D7D1 Infinite lives 

EE89-DF69 More invincibility time 
DD26-D4D9 Free spots friends right away 
3C8C-0FA4 Protection from most hazards 
3C62-D70F Infinite lives 

4A84-64D4 Stop timer 


DF88-0F 64. Each coin worth ten 
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D089-710F Start with 1024 credits 
D8D4-5F78 Start with 10 shields 
7EC7-4604 + 7EC7-4605 Infinite Shields 
19D4-5F78 Start with 100 Shields 


DDCE-1D68 Infinite Lives 


C26A-4700 Infinite lives 
C2CB-3407 Infinite first weapon 
DF23-3469 Start with one egg needed 


DBAA-5DOF Touchdowns worth 9 points 
D5AE-EDOF Extra pts. are worth 7 points 
D5AE-EDOF Always get a first down 


C2BC-D7A5 + C280-D7DD No energy loss after collision 
C2B4-6FD9 No energy loss with use of magic 


C22B-ADA5 Infinite lives 
C23D-6FAO Longer invincibility after you’re hit 
1B2D-6765 + 4A2D-67A5 Gives you Super Jump 


C2B9-3404 Infinite lives 
C9B3-4769 Infinite weapons (one you have them) 
DB8A-1FCB Super Jump 


23BD-3F07 All weapons and most bosses defeated 
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6DB8-3D67 + 6D67-3FOD Fight Reptile every other Match 
(You must use a Finishing 
Move on regular fighters.) 


D861-14DD Start on match with Shang Tsung 

C9B2-17AF Infinite Time 

6DB8-3D67 Always get a Flawless Victory 

DDBE-C1C4 Fast Code 

00BE-C1C4 Slow Code 

DDB4-DD07 + DDB4-DFA7 Sweat turns to blood 

15CC-176F Invisible Fighters 

C61-14DDD Start at Goro 

F32C-4944 Cage’s High Punch does more damage 

062A-3114 Scorpion & Sub-Zero’s Knees do more 
: damage 

062E-C54F Sonya Blade’s Knee does more damage 

042B-4134 Johnny Cage’s low kick does more 

damage 

7E01-F85E One Round fight 

D9E9-CD18 Always “On Fire” 

30CC-OF6F Vistor’s baskets worth 3 pts. 

30C6-A7AF Home team’s baskets worth 3 pts. 

D6E9-38FA Turbo drains slower 

D4BD-3038 + D4BA-C948_ Need only 2 baskets to be “On Fire” 

D6E5-C718 Juice mode 

D8E7-C448 All players have Super Dunk 

D6E9-CD18 All players on fire 

D6E4-CDC8 Display shot percentage 

3AC6-A7AF Home baskets worth 8 pts. 

6FE1-3C2A Turbo Bar restores quickly 

C265-D4D7 No five-second violations in the key 

76BD-0D07 Free throw worth 2 points (Player 1) 

C2B5-DDA9 No shot clock 


EB34-A767 3 point shots are worth 159 points 
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C2AE-DF65 Infinite credits 

DDBB-D404 Stops the timer, except for time lost due 
to hitting a hazard 

BDBC-OF65 Plus-5 bricks worth nine extra 
seconds 


DDBE-6808 Infinite Lives 
DD88-D464 Infinite Papers 
DD67-D4D9 Infinite Time 


C2AC-346F Protection against most hits 
DDB24D64 Infinite lives 
DDC6-3D67 Use turbo speed without using birdseed 


7E18-4891 Unlimited ammo 

7E03-0C55 Stops the timer 

7E04-6F0X Weapon select 

8208-776D Protection from most hits 

CE5F-5767 Items at the shop are free if you have the 
money to buy them 

9C06-85AD Wisdom for level 16 is 90 

16DE-A91B Gain a level after defeating an enemy 

EE67-DfAA Stops time from changing 

89CB-D9B5 Infinite bubbles and seeds 


C2BE-60EA Infinite lives in Bartman and Itchy & 
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Scratchy games 
C2C3-6925 + C2C3-61B5 Infinite Zs 


CBC1-E46F Infinite lives 
DDF6-5D50 Extra life costs 244—not 500 


DDA5-6F60 Infinite lives 
C2C3-0464 Infinite dynamite punches 
C2A9-04AD Protection against some hits 


DD65-AFAB Infinite bombs 
DD6D-07AC Infinite ships 
CB6A-0D0D + DAGA-OD6D Begin in Area 12 


1768-646D Start with 100 lives 
EE68-646D Infinite lives for Spiderman, Gambit, 
Storm and Wolverine 


8EA4-4FD6 Crew is immune to enemy fire 
DDAF-446C Away team’s phasers don’t go down 
C26C-3FFD Unlimited forward torpedos 
DA64-1D24 Torpedos do double damage 


1C65-DF00 Speed Up 

1DB8-ADF3 Fireballs high off the ground 
10A4-0767 + FOAE-6D04 + 

92A6-AF64 Player 2 competes as a randomly picked 


boss against the computer. Use a player 
other than Ken for best results 
4A6C-6D69 Wall jumping 
4DC6-6493 Go directly to the Championship Mode 
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50A5-6767 Automatic repeat of special moves; 
execute once and press the same button 
again to repeatedly execute it 


D25-A467 + 6F25-A4A7 Players can hit each other from 
anywhere 
6229-A7A7 Hit opponent anywhere on the screen 


6DCF-D764 + FFCF-D7A4 Advance to the next level. (Switch off 
before the battle with M. Bison.) 


72A6-AF64 Mirror image match 

9D23-6D67 Makes attacks more powerful 

B229-A7A7 Hit your opponent by long distance 

B9A0-AFO4 Go right to M. Bison 

DAB8-A761 Perform special moves with simple 
button presses 

DDAC-AFD4 Handicap your fighter 

DDB8-ADF3 Fireballs low to the ground 

DDE3-DF01 Fireballs, Sonic Booms and Yoga Fires 
move to the right 

DD84-DD01 Makes super-charged moves easier to 
execute 

D524-07D7 The computer opponent cannot defend 


against low attacks 
DFA0-DDAO0 + ADAO-DFDO No pause after throwing a Fireball 
EO6E-D40D Super Speed. (Turn off switch on Game 
Genie until the computer says 
“Fight”; turn off switch again when 
round is over.) 


EEB8-A793 Slows down Light Fireballs, Sonic Booms 
and Yoga Fires 

EBB8-A793 Speeds up Light Fireballs, Sonic Booms 
and Yoga Fires 

EDB8-A793 Super-speed for Light Fireballs, Sonic 
Booms and Yoga Fires 

EEB8-A723 Slows down Medium Fireballs, Sonic 
Booms and Yoga Fires 

EBB8-A723 Speeds up Medium Fireballs, Sonic 
Booms and Yoga Fires 

EDB8-A723 Super-speed for Medium Fireballs, Sonic 


Booms and Yoga Fires 
EEBA-AD93 Slows down Hard Fireballs, Sonic Booms 
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EBBA-AD93 
EDBA-AD93 
DFA9-A467 


DIBE-0DA9 
EEE2-D761 


DDB1-D4F3 + EEB1-D7B3 
DBB1-D4F3 + EBB1-D7B3 
F9B1-D4F3 + EDB1-D7B3 
DDB1-D4B3 + EEB5-DDF3 
DCB1-D4B3 + E5B5-DDF3 
F1B1-D4B3 + 33B5-DDF3 
DDB1-D7F3 + EEB5-DDB3 
D8B1-D7F3 + E9B5-DDB3 
F5B1-D7F3 + 32B5-DDB3 
6DA4-6707 

CB61-07A4 


C4A4-6767 
1868-0D6C 


9480-AD64 


and Yoga Fires 

Speeds up Hard Fireballs, Sonic Booms 
and Yoga Fires 

Super-speed for Hard Fireballs, Sonic 
Booms and Yoga Fires 

Removes some simple moves 

No dizziness 

Adjusts the powers of the fireball for Ken 
and Ryu: press jab for slow ball, press 
strong for fast fireball and press fierce 
button for super-speed fireball 

Slows down Light Sumo Head Butts and 
Rolling Attacks 

Speeds up Light Sumo Head Butts and 
Rolling Attacks 

Super-speed for Light Sumo Head Butts 
and Rolling Attacks 

Slows down Medium Sumo Head Butts 
and Rolling Attacks 

Speeds up Medium Sumo Head Butts 
and Rolling Attacks 

Super-speed for Medium Sumo Head 
Butts and Rolling Attacks 

Slows down Hard Sumo Head Butts and 
Rolling Attacks 

Speeds up Hard Sumo Head Butts and 
Rolling Attacks 

Super-speed for Hard Sumo Head Butts 
and Rolling Attacks 

Most special moves disabled for player; 
computer still capable 

Invisible Fireballs, Sonic Booms, Yoga 
Fires and Yoga Flames 

Execute special moves in mid-air 

No Fireballs, Sonic Booms or Yoga Fires 
Yoga Flame is invisible 

A weird and somewhat unpredictable 
code worth experimenting with 
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DF04-5DAF Winner of 2nd Round wins the Match 

DF31-CDDD Bison’s Med. Rolling Attack slower 

DF3B-1F6D Blanka’s Med. Rolling Attack slower 

DDF1-7D60 Some special moves can be done in 
mid-air 

D071-E460 No charging for special moves 

DD18-570D First hit wins Round 

1585-7D60 All characters can Teleport (just press 
Down) 


6DE9-47AF Infinite Thermal Detonators 
6D23-47F9 Start with all Force Abilities 
C238-C70F Infinite lives 

F169-1707 Start at fight with Darth Vader 
D369-17D7 + FC69-1707 Start on Cloud City 
DDCC-1IDDA Saber doesn’t drain Force Bar 
DC8D-3D04 Big hearts heal completely 
EE8B-3764 Force Orbs fill Force Bar 


A2C1-AD01 Infinite lives 

A286-0F01 Stop the timer 

00B6-44DD Turn Donkey Kong, Jr. into red Yoshi 
CD65-CD6F Mode 7 graphics disabled 


C222-D4DD Infinite lives 
DD32-6DAD Invincibility for much of the game 
DD38-C4A8 Skip intro, start on Planet Zebes 


DDCF-4461 + 6DCC47A1 Select area when loading a game 
225-3005 No energy loss due to enemy attacks 
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C22A-456D Super jumps don’t drain energy 
€228-C5A7 Almost infinite missiles 

C28A-C9D7 Almost infinite super missiles 
3CA4450D Almost infinite power bombs 
62C5-14A6 Start with a Hyper Gun in investory 


C232-14D4 + CB6C-3767 Infinite lives 
DDBO0-C767 Start with light saber 
553A-1764 Blaster power-ups return after lost life 


DF64-4540 Need only one kiwi to finish first level 
E889-319C Each kiwi is worth five 
D964-41C0 Five minute limit for first level 


DCCA-1405 Leonardo is replaced by Rat 
D8CA-14A5 Raphael is replaced by Karai 
82A6-AFA4 Infinite Continues 


14C6-0436 Select select - Action rounds 
C2EA-671B Unlimited moves 


C9AE-C404 Zeke or Julie can max out on items by 
standing over them 
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MUDs, MOOs & MUSHes—wild games, 

bizarre scenarios, virtual worlds, and realities— 
if it’s online, Net Games covers it. Complete 
with descriptions, listings, instructions, rules, and 
strategy tips, Net Games is the only guide to the 
thousands of games played on the Net. You'll 


find everything from complex adventure games, 
to top level chess competition to intriguing 
fantasy and scintillating role play. 


Net Games 
A Michael Wolff Book 
288 pages, 0-679-75592-6, $19.00 


Available at fine bookstores 
everywhere or call 1-800-793-2665 


40 Million Nintendo Players Can’t Be Wrong! 


And they'll all be playing to win with the ‘95 edition of the Ultimate Unauthorized Nintendo 
Super NES Games Strategies. This revised and updated version of the best-selling guide is pre- 
sented in a new format that gives you descriptions and winning hints for more games than ever 
before. Just in time for the ‘?4-’95 Christmas season, Jason Rich has included super hits for more 
than 200 games, plus full descriptions of the latest hits. There are: 


© 13 Super NES Blockbusters, including NBA Jam, Aladdin, Mortal Kombat Il, 
Donkey Kong Country, Super Street Fighter II, Super Metroid, and Bubsy II 


™ 13 new Super NES releases including The Lion King, Beavis and Butt-Head, 
and Super Punch-Out 


A super preview of Donkey Kong Land for the Super Game Boy 


Œ 18 Super NES Hot Hits, including Alien 3, Batman Returns, Cybernator, and Road 
Runner's Death Valley Rally 


9 Mario, Mario, Mario games, including the Super Mario All-Stars 


15 super classic favorites such as The Addams Family, Super Castlevania IV, 
and Super Smash T.V. 


B 126 “Mini Hints” from A to Z, including Jurassic Park, Doomsday Warrior, Home 
Alone, and MLBPA Baseball 


™ 43 Game Genie Codes for games such as Spider Man and the X-Men, and 
Teenage Mutant Ninja Turtles: Tournament Fighters 


No serious Super Nintendo gameplayer can afford to be without this complete guide to 
winning strategies. 


ISBN 0-679-75811-9 
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